





Why Edge SWears by Microsofts new console 


The Xbox has landed. 
Microsoft's next-generation 
hardware is real and it's 
finished. Edge has taken 
delivery of one of the first 
test machines, plus review 
copies of Halo, Munch's 
Oddysee, Project Gotham, 
Amped and Fuzion Frenzy 
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The future of electronic entertainment 


| ike some rare celestial alignment, every five years or so 
— the electronic entertainment industry throws up a new 

generation of hardware. And with the arrival of Microsoft's 

Xbox console in the Edge office, the cycle is now complete. 

The hardware manufacturers have delivered on their 
promises (a few interminable delays notwithstanding), the 
software imagineers are busy exploring this new landscape, 
and we're now standing on the cusp of the biggest wave of 
videogaming this planet has ever witnessed, 

As the exclamation on the cover suggests, you should 
ignore the naysayers and doom-merchants who have ignorantly 
dismissed Xbox out-of-hand. It's expensive, corpulent, and the 
joypads aren't entirely ergonomic = but by the gods is it 
powerful. And if only one out of every 20 games is anywhere 
near the quality of Halo, then Edge will be happy enough. 

Accordingly, this issue's review section is one that gamers 
can usually only dream of: not only do we have the first, real 
Xbox discs to play (sadly, Dead Or Alive 3 has slipped through 
the net until next issue), but we also have the latest brain-dump 
of Shigeru Miyamoto, Naughty Dog's long-awaited opus Jak 
And Daxter, Sega's iconoclastic blaster Rez, plus the best that 
the PC has to offer in the shape of Civilization IIl. Sometimes 
this job really isn't at all bad... 

But with the completion of the next-gen triumvirate, Edge 
felt it right to bid a fond farewell to Dreamcast, the best games 
machine that never was. Edge's respect for the console is well 
documented, but as the release schedules dry up, shelves are 
cleared of hardware in readiness for the new wave, and 
software prices fall into the ‘bargain bin' category, we felt it 
appropriate to look back and chronicle the Dreamcast's brief 
but glorious existence. 

So all that remains is to point you in the direction of the 
next issue, when we'll be pitching PlayStation2 vs GameCube 
vs Xbox in a major next-gen group test, with detailed analyses 
of all three machines, industry opinion and a look forward to 
the big titles of 2002. Of course, if you're anything like us, 
you'll already be wondering how to plug three separate 
games machines into your TV, and where all those damn 
cables are going to go... 





EDGE 105 





003 2» 








Features 


038 Inside... SCEI 
Edge is invited into the inner sanctum of 
Sony's Japanese gaming HQ 


048 Dreamcast RIP 

Much maligned but dearly loved, the Sega 
Dreamcast is, sadly, all but dead. Edge 
chronicles where it all went wrong 


058 Middleware 
Does it restrict developers or is it allowing 
them the freedom to be more creative? 
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a Glamourous setting and celebrity DJs aside, the emphasis wa 
firmly on the many games at Microsoft's X01 event in Canne 


Microsoft shows Cannes do a attitude 


Microsoft finally gets its much-vaunted Xbox marketing campaign underway with an — press 
junket in Cannes and a number of consumer roadshows in advance of the console's US debut 





y as the syste 
iorth America on November 15 
lowever, It's not set to appear on i 
shores | ያገ] Mart h 14 nex vear, When it V 
launch at a price of £299. As Edge goes tc 
press it is too Barly to determine just now 


successful the launch has been, but the 





Xbox publicity machine finally slipped into 
gear in timely fashion with the X01 press 
unket in Cannes on October 16 and 17 
During the week of its launch, the Xbo 
boasted a line-up of software that consist 
f five firstparty titles, 14 thirdparty 
the promise that a further ረሂ) will ! 


walate D, 


, cons ስ ግር Sony's attempts to hijack the X01 event 
noarina Xbox aames with the launch with cheeky billboards (above) bore little 
vare of other onanles. By the time the fruit, as attendees were chaperoned 
quickly to Pierre Cardin's mountainside 
retreat to try out Xbox for themselves 


init [5 released ir 

and Playstation will have had time t 
an installed base, while in Europe, 
Will be entenng the market after a 


ally lucrative Christmas penod for the 


recently price-cut Playstations 










Smilebit chief, Shun Arai and Overseas 
Marketing Director, Hiroko Yokosuka, 
were on hand to demonstrate the 
developers' keenness to work with Xbox 


With over 40 titles playable, this provided ample 
demonstration of what consumers can expect 
from Xbox - namely choice and quality 


Nevertheless, after a particularly slow 
start, and one or two setbacks at E3 and 
the Tokyo Game Show, the Xbox 
bandwagon finally got the boost It needed 
with the X01 press junket in Cannas. The 
decision to fly nearly a thousand European 
media guests to Pierre Cardin's clifftop 
mansion, overlooking the spectacular Cót 
d'Azur, and to festoon the surrounding real 
estate with an imposing Xbox light show, 
was a ridiculously extravagant one, but it 
vas a decision befitting the arivisfe nature 
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But as an indication of Microsoft's will to 
succeed it was an impressive performance. 
From the moment guests arrived at the 
Teletubby/Austin Powers architectural fusion 
of the Maison Bulles, by way of a stately 
open-air amphitheatre bedecked with 
luminous circus performers, unti the end of 
Carl Cox's set, ሺ was clear that the 
company intends to pull out all the stops for 
15 new Conso, 

More impressive than the exotic 
location, the celebrity DJ and the scintillating 
lightshow, was the software that was on 
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display throughout the Bubble house. With 
over 40 titles playable, and a healthy turnout 
from thirdparty publishers, this provided 
ample demonstration of what consumers 
can expect from Xbox — namely choice and 
quality. A genuinely enticing teaser trailer 
kicked off a formal presentation that was 
without doubt the most polished and Siek 
performance that the Xbox team has so far 
put together — consisting of members of the 
Xbox management team and a broad 
cross-section of the European publishing 
and development communities detailing 
their strategy for Xbox 

Of course there were moments tnat 
gave pause for thought. Ed Fries, for 
example was perhaps a bit too keen to 
highlight the unprecedented realism that 
can be achieved with Xbox, pointing to 





Included among the raft of the titles either announced or on show in Cannes were 
(clockwise from top left): BC, Jet Set Radio Future, RPG update Morrowind and Galleon 


< 008 


Also on display were (clockwise from top left): THQ's Yager, squad-based combat title 
Brute Force, firstparty motorsport title, Hallisport Challenge, and Argonaut's Malice 


Pierre Cardin's Maison Bulles provided 
the backdrop - only the second time that 
the legendary ski-jacket designer has 

hired his home out for a public function. 


sophisticated audio functionality, broadband 
connectivity, and an integral hard drive as 
the triumvirate of technological virtues upon 
which unparalleled verisimilitude can be 
based. Fortunately for attendees who might 
have been put off by such a monodynamic 
outlook, Smilebit was on hand with Jet Set 
Radio Future the following day ta show that 
Xbox 5 capable of so much more. 

And while some speakers were weak, 
the ebullience of the likes of Peter Molyneux 
and Lorne Lanning was adequate 
compensation. The former gave a 
characteristically charismatic overview of 


US Launch Dates 


The five firstparty titles available on the day 
of launch were: 

Halo 

Oddworld: Munch's Oddysee 

NFL Fever 2002 

Project Gotham Racing 

Fuzion Frenzy 


These were joined by the end of the launch 
week, by the following thirdparty titles: 
Dead or Alive 3 (Tecmo) 

Madden NFL 2002 (Electronic Arts) 
NASCAR Thunder 2002 (Electronic Arts) 
Cel Damage (Electronic Arts) 

NAL Hitz 2002 (Midway) 

NASCAR Heat 2002 (Infogrames) 
TransWorld Surf (Infogrames) 

Test Drive Off Road = Wide Open 
(Infogrames) 

Mad Dash Racing (Eidos) 

Shrek (TDK) 

4x4 Evo 2 (Godgames) 

Dark Summit (THO) 

Tony Hawk's Pro Skater 2x (Activision) 
AirForce Delta Storm (Konami) 





Among the more eloquent speakers to sing the praises of Xbox in Cannes were Oddworld's Lorne Lanning, 
Lionhead's Peter Molyneux and Microsoft's Seamus Blackley, who each testified to the power of Xbox 


Proiect Ego, while the latter outlined the 
importance of connectivity to his vision of 
anti-capitalist flatulence. There were also 
one or two new firstparty titles announced, 
including Fallisport Challenge and team- 
based action title, Brute Force. 

After Seamus Blackley had finished 
promoting the work of thirdparty 
developers, tormal proceedings were 
brought to an end with the announcement, 
by Sandy Duncan, which the assembled 
masses had been most keen to hear. Xbox 

vill launch in Europe on March 14, 2002, at 
aprice of 479 or £299, with software 
costing 69 or £44.99 per game. Microsoft 
plans to roll out 1.5 million units over the 
course of three months, which will be 
manufactured in a specialist manufacturing 
plant in Hungary. With the formal 
presentation brought to a close, attendees 
were free to sample Xbox software for 
themselves, and to mull over the 
implications of the pricing announcement. 

It's particularly revealing that the only 
real complaint was that there wasn't enough 
[009 (there certainly couldn't have been any 
complaints about a shortage of drink), 
though there were also gripes from certain 
sectors of the mainstream press, that the 
event was targeted too exclusively at the 
specialist press — presumably given 
Microsoft's shocking decision to showcase 
actual games. But given the window of 
opportunity that the Xbox launch date and 
price point hands to PlayStation2, there 
were some who questioned the usefulness 
of a press junket in convincing consumers 
to wait until next year to part with their cash. 
But X01 was just one part of a 
comprehensive rnarketing strategy, which 


Yes it's bulky. Yes it's pretty ugly. Yes the 
controllers are fat. Yes it's from Microsoft. 
No it's not available in purple. But despite 
Edge's European aesthetic reservations, it's 
difficult not to be captivated by Microsoft's 
behemoth -- largely because, as Sandy 
Duncan was so keen to emphasise at X01, 
the Xbox is all about software. It's easy to 
overcome reservations about the Xbox's 
bombastic exterior when it's home to tithes 
like Hala and Amped. Though Edge has 
had firsthand experience of Xbox hardware 
on several occasions, the arrival of an Xbox 
Debug kit provided the opportunity for a 
more leisurely examination. 

The exterior of the Xbox can justifiably 
be described as ugly and large, especially 
when compared to the supercute styling of 
the GameCube, but the fact is that it isn't 
offensively so. Nevertheless, there are 
genuine concerns about the western 
controller design — particularly face buttons 
that prove difficult to locate precisely even 
after sustained play. In its favour, the two 
analogue sticks, the D-pad and the trigger 
buttons are solid and well constructed, but 
it's a shame that the prototype Japanese 
controllers to be found at X01 won't be 
introduced as standard. 

When it comes to the console itsalf, 
Xbox has enough neat tricks to 
compensate for dodgy exterior 
embellishment. It plugged smoothly into 
Edge's LAN to provide the sort of 
networked gaming that hasn't so far been 
available to console gamers, for example. 
Tha front end is fluid and smart, and the 
most obvious manifestation of the hard 
drive is seamless autosaving. Perhaps the 
most engaging feature, though, is the ability 
to rip your own music CDs for use ingame 
with certain titles. Via an absurdly foolproof 
menu system it's possible to cater for all 
your gaming audio tastes. Which means 
that extreme sports titles will no longer be 
synonymous witn skate punk and nu-metal. 





The Xbox front end may not be too 
pretty, but it's fast, fluid and intuitive 








Carl Cox provided the climax to X01, 
along with dancing girls, but attendees 
were more interested in Xbox software 





includes a raft of consumer-onented 
promotions across the US and Europe 
It's apparent that Microsoft hopes initialh, 


to target the Xbox at the core gaming 


demographic, and then attempt to develop 
its audience from there with a price cult 
potentially coming later in the console's life 


cycle. This is why the company has 





GCube Delay in Europe 























By the time the Xbox launches in Japan, on 
February 22 next year, Nintendo will have 
had five months to determine whether its 
bid to reposition GameCube as a platform 
for all ages has been a success. Though it's 
unlikely to have made a senous Cent in tne 
massive installed base of PlayStation?, it 
could present Microsoft with a few 
problems if GameCube has established a 
secure foothold. By contrast, in the US 
Xbox has had a three-day headstart on 
Nintendo's console, giving the two 
companies a more equal basis from which 
to begin their assault on the Sony 
hegemony. 

However, in Europe, if rumours are to 
be belleved, Microsoft will have the new 
entrant playing field all to itself. Reports in 


In general the price point and launch date were well-received at X01. Indeed the only real 
complaints were a lack of food and hard-to-find toilets thanks to confusing architecture 


trade publication MCV, quoting anonymous 
retailers and publishers, point to Nintendo 






commenced a series of promotional tours to 


Hecently Reviewed 


It's apparent that Microsoft hopes to target the 
Xbox at the core gaming demographic and 
develop its audience from there 


Edge brings you a rundown of last issue's review scores 


Advance Wars 


Airblade 
Cosmic Smash 
Ace Combat 4 
Gekibo 2 
Lotus Challenge 
Sky Gunner 
Ecks Vs Sever 
Time Crisis i 
Zero Gunner 2 
Silent Scope 2: 


Platform 


GBA 
GBA 


Nintendo 
Sega 
SCEA 


Eidos Interactive 
Bam Entertainment 
SCEE 

Sega 

Namco 

Irem 

Virgin 

SCEI 

Bam Entertainment 
Capcom 

Namco 


Virgin 


In-house 
| Entertainment 
Planet Interactive Development 
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let this target audience playtest Xbox games 


for themselves 


competitions, while UK consumers will get a 
chance to catch an earty glimpse of Xbox at 
a series of Xperience events across the 

country. There will also be a roll out of demo 
stations across the country from November. 
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gone entirety smootntry, however, win 
reports emerging of demo stations 
crashing as a result of bug-infested code 
and the infamous dotcom financial analyst 
Mary Meeker predicting huge losses for 
Microsoft over the course of the console's 
ife. But with the machine finally in the 


hands of consumers, the time for 
pur eb wr um A "m Mu uta Fk 
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Vicrosort s first impressive step towards 


establishing a foothold in the console 


market. Gane or 


missing the anticipated March European 
launch date for GameCube. Worryingly for 
gamers, should the company miss this 
window the console is unlikely to appear 
until September. Worryingly for Nintendo, 
such a delay, combined with a pronounced 
history of treating PAL regions with 
contempt, may undermine the traditionally 
fanatically loyal fanbase that Nintendo has 
always been able to count on in Europe, 
While Mintendo's solid profit margins 
and high quality firstparty Tranchises may 
mean that the company can afford to be 
slightly complacent, thé combination of 
Microsoft's entry into the home console 
market, rumours that Sony is to enter the 



























handheld gaming market, and the relatively 
muted Japanese launch of GameCube 
suggest that it might be wise for Nintendo 
not to further alienate its core fanbase 
Condemning It to another era of delayed 
software and shoddy conversions certainty 
isn't the best start. A spokesperson for 
Nintendo was unavallable for comment as 
Edge went to press 
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the Xbox staff, | thought the event was a 


a gres! 


success [well the bits | rmmeaember when | was 


sober). It was an excellent opportunity for us to 


not only show ዕዝ our products but aiso to hear 


valuable feedback. We were very pleased that 
we gol awesome feedback for the three titles 
that we showcased (Jet Set Hadio Future, 

GunVaikyrie and Sega GT), especially Jet Set 
Futura. As lor Xbox, hardware. It 
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as capabilities inal many console developers 
have been hoping for and | reckon, given time, በ 


| 8 good share of the market in Europe 


E ፻ሥ 
- even though the European controller is a little 
too big for my hands! l'm looking forward to 
- 2 


rapresentatives from Smilabit were very excited 


to be there to show everyone what they have 


bean up to they ve been WOFPRIDO wer hard 


re-writing the code for Jet Set Aadio Future so it 
takes full advantage of programmable shaders 
and a host of other features on the Xbox 
Kuniyo Matsumoto 


Sega Europe 


የገጠ 8 Du party and ክገሃቢ፣19ብ the rnt peopie 
5 ensure you mare the papers and ine airwaves 


wing week may not be console 
:quivalent Of rocket science, but its 


tne kind of thing 


marketings € 
only Sony seems to have 

, £300 
seemed the only real option, despite the wait- 


managed in recent years, As for the price 


and-see penny-pinching approach that most 
massmarket UK gamers lake these days -- 
Microsoft would surely have been stuffed for a 
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1] DOX COUN De preiti 
aesthetic is probably more appealing to the 
States than Europe, but l'm sure we'll get used 
to it, The real trick will be dealing with the fact 
that to the uninitiated, ‘PlayStation’ is 
synonymous with ‘game console’ like 'Hoovar' is 
with ‘vacuum cleaner’, 


Pete Lyle 
The Face 


AU) was a significant event for Xbox in many 


ways. The reaction from the UK attendees has 


y to ADOx and The 
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been extremely positive not on! 
games line-up, but also to the way the aver 
spending time playing Xbox. The 
sense of exciternent was infectious as people 
realised what Xbox can deliver. [he feedback on 
people's favourites varied from Rally Sport 
Championship to OddWorld. For ma tha kay 
games that stood out — apart from tha addictive 
Halo and the astonishing Dead or Alive 3 
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Wreckless and Jet Set Radio Future 


even more exciting iS KIO WITW tnat Xbox nas the 
potential to Go so much more, a glimpse of 
which was seen in Project Ego. This is the start 
the naxi step is to iet 


on March 14th 2002 


DUE- 


Xbox, Roll 
Richard Teversham 
Microsoft 


The Cannes X01 event was the Xbox's first 
credible appearance. Having suffered at E3 for a 
variety of reasons, Microsoft showed an 
impressive ability to learn from and react to 
criticism. The event was controlled, wall 
conceived and very, very cool. It is almost 
redundant to point out the considerable odds 
facing Microsoft 
tootholgd in housenolcs ac 
GameCube has a ready-made fanbase, and 
considerable credibility due to Nintendo's 


The PS2 has established a firm 


Pam 5 [ [e T መጨ 
ross the world. Thea 


gaming history. The Xbox is ungainly and suffers 








Despite the ubiquity of sore heads on the 
second day of X01, there remained a 
healthy level of interest in Xbox games 


industryopinion 


Edge asks the industry for its first impressions of Xbox 


from a questionable parentage: Microsoft is entirely lacking in street credibility, So what 


an the XBox offer? Wall, a comparatively strong launch line-up and, frankly, a great 


attitude. Halo is a polished, dense, deep game play experience. Dead Or Alive 3 shows 


evidence of the raw power of the console. Munch is a testament to Microsoft's 


willingness to go out on a limb. Where's the smug complacence? Where's the 
ally crippled first wave of software? But Microsoft still has some way 


to go. Its price-point disappointed those who forget the PS2 s launch price. Its still 


acklustre, technic 

arge enough to be declared an independent state, The big Japanese developers seam 
yet to be convinced of Its merits. Once a few well-known franchises start appearing on 
the platform, providing visual, comparative evidence of the machine's power, even the 
most ardent cynic should begin to 


Microsoft's competitors should be 


see the behemoth's merits. At the very least 
receiving 5 wake-up call this season. And that can 
only be a good thing 
Dene Carter 
Big Blue Box Studios 
ow at Cannes 


The Xbox line-up on sh is the strongest of any console launch | can 


m] 


remember. Halo and Dead Or Alive 3 are the obvious headliners -- both more than 


capable of driving system sales - but Munch, Project Gotham and Jet Set Radio Future 
are also enormously strong. VVreckless from Activision looks fantastic and Rallisport 
Challenge was a pleasant Euro-centric firstparty announcement. In all, | think the Xbox 
can look forward to an enormously successful launch period, It has at least four 

; triple-As, a solid range of competent sports and racing 
tc keep gamers' enthusiasm high past 


three -- particularly tha games offering creative use of the hard-drive such as Big Blue 


headiine-grabbing, box-shifting 
games and just enough on the horizo month 
Box's Project Ego and Molyneux's BC. ል! 50% more expensive than the PlayStation2 

better — after Cannes and the 


ዘ= hari A — =, Èm Pm መጨ Fs መም, 
Xbox had tà ow that its games were demonstrably 


d dC ine ።። i ይ መክ | Lexus -% “ገ X ማሮ. al salas ያጌ 5 Due 
Lia launch 1 don T thin [nis 5 any longer in doubt. | ክፎ Abox wont hall sales of the Faz 


and l'm not sure it will even damage GameCube. However 
itself in the market in 2002. 2003 will be the year of the big showdown 
James Ashton-Tyler 


Official Xbox Magazine 
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Bafta 2001 Awards 


The 2001 BAFTA Interactive Awards usher in a better year for the 
videogames industry - but some nominations still proved too esoteric 








The inaugural Amazon.co.uk Audience 
Award (top) was scooped by Eidos and 
Championship Manager 00/01. Mile 
Jacobson (top) from Sports Interactive 
collected the honours. Fittingly, the 
Games - Networked Award went to 
Phantasy Star Online. Kats Sato and Jim 
Pride from Sega Europe were on hand to 
receive the coveted BAFTA mask 


BAFTA WINNERS 


ttended by the good and the great of 
A the interactive entertammaent industry, 
2001's BAFTA Interactive Awards 
Ceremony, held on October 25 at tha 
Grosvenor House hotel in London's West 
End, proved to be a carbon copy of last 
year's event. 

After a solemn, yet thankfully briet 
introduction by David “Lord Puttnam, the 
rambunctious Phil Jupitus kickstarted 
events quite well with a short, vaguely 
gaming-themed set. Complaints about not 
receiving any free games after last year's 


and the chatter level began to increase. By 
the final award, even Jupitus was struggling 
to be heard and looked happy to take his 
money and exit, stage left. 

The nominations proved a strange 
concoction of videogames, CD-ROMs and 
curiously obscure Websites. Also, some of 
the categones were arbitrary in the extreme, 
most notably the Enhancement of Linear 
Media Award (effectively, tha most 
interesting TV programme spin-off). 

Even at £150 per nomination, some 
companies dutifully entered their properties 


The nominations proved a strange concoction 
of videogames, CD-ROMs and curiously 
obscure Web sites. Also, some of the 
categories were arbitrary in the extreme 


Mr TAS amused, although by the fifth time 
of asking - which included announcing his 
home address to all and sundry - you 
couldn't help but wonder at his motivation 
for appeanng. (And anyone who, by their 
own admission, has taken a claw hammer 
to an iMac clearly earns enough to buy his 
own software anyway.) 

Sadiy, once the first few award 
nominations and winners had been 
announced, the crowd gradually lost interest 





Category 


Childrens 


Enhancement of Linear Media 
Entertainment Web site 


Factual 

Games Console 
Games Mobile 
Games Networked 
Games PC 
interactive Arts 
interactivity 
interface Design 
Lifestyle & Leisure 
Laarning 

Moving Images 
Music 

News 

Online Learning 
Sound 

Sports 


Technical Innovation 


Disney's Tigger's Honey Hunt 
Walking with Beasts 


Tiny Planets 


Marconi Online Museum 


Gran Turismo 3 


Tony Hawk's Pro Skater 2 
Phantasy Star Online 


Max Payne 
Sodapiay 

Black & White 
Eyes Only 
Frequency 
immaterial Bodies 
Black & White 
Shogun Total War 


Doki Denki/Disney Interactive 
BBC Science Online 

Peppers Ghost/Sesame Workshop 
Wheel Lid Marconi 

SCEE Polyphony Digital 
Neversoft Activison 
Sonicteam/Sega 

Remedy/Take 2 Interactive 

Soda Creative Technologies 
Lionhead Studios/Electronic Arts 
Less Rain 

Harmonix/SCEA 

The Labyrinth Project 

Lionhead Studias/Electronic Arts 
Creative Assembly/EA & Dreamtime 


BBC News Online BBC News 

Grid Club Channel! 4 Learning 
Conker's Bad Fur Day THO/Rare 

ISS Pro Evolution 2 Konami 

SSEYO KOAN Interactive SSEYO 


Audio Platform 





for as many awards as possible, hence 
Black & White being up for the Moving 
Images. Games - PC, Music, Games - 
Networked, Interactivity and Technical 
Innovation Awards. 

Naturally, some categories were more 
hotly contested than others. Edge was 
initially mystified why Sega's glorious shoot 
em up Aez failure to scoop the Interactive 
Arts Award, but on closer examination of the 
eventual winner (www.sodaplay.com) and 
the two other contestants 
(www.thebankoftime.com and 
ww'w.technosphere.org.uk), we had to 
agree that it was, at least, a close run thing. 
And although Edge has no real complaints 
about the eventual winner of the Garnes - 
Console category (Polyphony's glorious 
GTS), we would still liked to have seen some 
variety in the nominations, which consisted 
maniy of genenc crowd-pleasers. 





David Puttnam graced the event - now in 
its fifth year — with his Lordly presence 


Thankfully, unlike last year's debacle, 
most of the eventual winners were more or 
less deserved. Questions remain, however, 
over the nominating wisdom of bundling 
videogames with CD-ROMs, Web sites and 
even interactive TV channels (or, as is the 
case with the Technical! Innovation Award, à 
robot dog, mobile phone vector audio 
system and Digimask's 3D face-mapping 
technology). It would make more sense to 
split such entrants into tighter categories... 
Unfortunately, the thought of dragging out 
an already overly jong ceremony even 
further remains an unpleasant one. This 
year's event may have been Webcast, but 
you certainty wouldn't want to have 


nad it televised. 





Although firmly biased in favour of Rez (left), Edge admits that the winner of the Interactive 
Arts Awards - Sodaplay's playful on-line physics engine 一 does hold some merit 





Milia Game 


Developer Village returns 





Once again, 30 independent developers get a chance to showcase 
their wares at the Interactive Content Marketplace in Cannes 








C) nce again, independent videogame already being shown, potential applicants 
developers will get a chance to should check out www.milia.com for more 


showcasa their work at Milia 2002, The information. A committee composed of the 

Morid's Interactive Content Marketplace for event sponsors and media partners wil | Te TET 
broadband Internet. interactiva select the 30 leading applications. Law firm Osborne Clarke nas reiaunched and 
entertainment. wireless media and "MILIA is about the develooment of redesigned ts onlina legal resource aimed at 


| <= October 2000, Gamasbiz.net is aimed at 
The event, which takes place at the ts distribution across rnultipie deliver, providing a cost-atlective and easy to RM, | 
Palais des Festivals in Cannes from platforms," explained Laurine Garaude, ot legal documents and advice for both. 


nigractuve Teevision nteractive entertainment and content and 








| 了 
ebruary 4-8, will again feature the Game executive director of MILIA. “Of course It is a publishers and developers, The redesigned 
Developer Village, sponsored by AMD along commercial event, where key professionals 站 of enhanced features | 
Dew EM tional backers, Biovirtuals ado muiti-termiory deals, Dut content i5 ga ጽፍ 4 4 1 ዘዘዘ 
መጓ Ervine and Franch MILIAN Hableod and we believe that is, Dusireus Sree and ay I BONN | | ያህ) በ በዘጸ ዘል ይ | 
| ያመ ርን! an nengine arn ግ ሚጢ PW :5 [ግራ jf ve ina | tra ሔቫ see FSITIT. uit LE r zd ti tel yd | 
Discreet Mat g A ^ question tee to help locate the specific lega groundbreaking car dynamics tool for 
games magazine ‘Joystick’ will continue to initiatives like the Game Developer Village advice required. See www.gamesbiz net for realme changes. | | 
be official media partners. are at the centre of our brief. Our desire more information. ሼ t 
The Game Developer Village is aimed at to provide a plattorm for young talent TT ? ዘ "u TT ዘ | vore 
giing soma of the world's most talented has been applauded and supported TUE | | 
new young games developers a platiorm to by the industry.” | he mise of y gs | i Tah] | 
27 መቸ i : መ | to return to our TV screens. "Thumb Bandit Wet I [| 
snow their skis and anity to Seno 156 will once agair | Dretacecg i 
show their nd ab nior a RSET Will once again DE Dreracex is anew 15 episode series being shown on | | መመሪ መጠ ina መ 
decision makers from across the world, with by the Think. Tank Summit, a two-day Friday nights on Channel 4 from November — 
places available for 30 independent cross-sector conference on February 4 the 16th. The show will be hosted by the’) | 
developers to demonstrate their work at and 5, with the main exhibition አፏ faces ol 65-'8፳5' giri Aleks Krotoski, 
Milia free of charge. With significant interest opening on February 5 SM ጻባ BD D EaI einn 
3 z | Better known from the 11 O° Clock Shaw). | 
| There's even a rumour that Manic Miner | 
ii 


degsnd, Matthew Smith, could gut in an. 
| appearance as a celebrity reviewer See | 
vrwn.channel4.com/thumbbandits for more 
information, 


Before the arrival of GPRS and SG 
NA secs leh el 
the most of current technology, The twa | ||| 
companies have announced the launch of | || 
| Txhwar, a massively multiplayer game aimed | 

at capitalising ön the enormous popularity of (| | -፦ 
| sli አዝም | 
depending upen how many tribesmen join up. 
.:t.a given time and date. 


Ubi Soft’s online division has launched a new 
FIRED Dann porte Visitors ከኃ ዘዘዘ | speakers 0 165. | 
1ይ ስስ Wb በተባ 4ይ ነዘን in) | 
a matchmaking facility for the company's |፲ቭ ATIEHPESEREINUMIBIIPIHU ያ 1 07 
multiplayer titles, The company aiso plans to ዞህ ዘ Edge can report that yet another videogame 
atis neptis In deena epi dit Wit 
| “the first half of 2002. The company has also, Jnnt | 
announced a multifaceted marke “41 | ሠ. ቀ ceil 
campaign fer Tom Clancy's Ghost Recon, HI | በመለ በጸና አጨ (| 
which is out at the end of November, including | Facility into a Yea! life location. | በፎ 
an e-mail promotion, Sea aisi 
www.ghostrecon co uk/ahostreconemailer zip  movie&valvesoftwarp.com. 














Expect the usual raft of French publishers and wireless game developers at next year's 
Milia. And of course, the boozy nights of informal networking at the Martinez hotel bar 
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Tracking developments in development 





Deferred Texturind 


ብ... Handheld power 


A 3 turt3ces Fed Onty Vittle Surtace Filled 


David Harold, PH manager, Imaamation Technoloaies 






Imagination Technologies' novel approach to rendering is GF] Imagination 
opening up 3D possibilities for next generation mobile devices - TECHNOLOGIES USE 





= "i di ours ና POS ጋ 
mm 时 feo ml: ሸኝ a i re 1 የዝዢኽግ 
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the Sierts of rendering edn its 
Screen Tiling | hard to imagine any rightminded gamer 
giving the subject a first, let alone 
second, thought. Rendering's just the 
process of drawing a 2D or 3D scene 
to a screen, right? Well, no, actually 
For while North American giants such 
as Nvidia, ATI and Matrox all take a 
broadly similar ማሚ UK-based 
Imagination Technologies takes the 





Imagination Technologies uses deferred 
texturing to provide faster rendering for enceng road less travelled. 
its hardware. The company's hardware "Instead of processing a complete 
then renders by breaking 8 scene down 3D werd and cimwina and texture 
is WC ar iij ኤ። te 
into thousands of small tiles ሜሪ 2^ HI d extunng 
objects which are hidden behind other 
objects, the first thing we do is divide 


the screen up into hundreds of 16 x 16 


r 


Bi * 


Sauce! too Aln deum iai ያኻ ዘ! uf 加 
[EN Lies ve Len WORT R | /121 Yri EAE .ዓ 


. " ASe na te. Dmcess tna nomnaton 
Ghost of the machine “ል el en nu 
write it to the screen and then move on 


As a chip technology, the PowerVR to tne next tile Bul jt we ጩ draw tne 
MEX doesn't exist on its own, but visible information, making በ much 
as à component Combined with an | more efficient," explains David Harold 


ARM 8 [ዘኑ 7 hor cence mira 


Imagination Technologies’ PH manager 
LETS CUN E 


With the pixel overdraw on games such 
armenta ^ S 
as Quaxe II! in the region of three (each 
setup which emulates its 

pixel viewed has been drawn on top of 
perfor This runs various ኮም ና Y aM po 


ER demos, showcasing the two other pixels), the technology's | "V el 

device's full screen anti-aliasing potential becomes readily apparent TI A non-interactive loop of Tomb Raider running at around 20fps 
= =f PC ga! na | ing th 

ለረ ት iinn One market in particular will benefit demonstrated the PC game functionality of MBX, proving that 

the technology is capable of running highend PC content 


an non- | PC-level PDA performance 


[ Wwactve loop i li [ D | bk ን, 1 mm E E mL E Fy Cw ግም E = : T3 — bx d 1 
interactive loop of Tomb Harder ito If you have a current generation popular Kryo and Kryo Il PC boards, offers an additional MBX module that 


ove MBX is capable 6 g T «iln ; | 
prove MEX is capable ot running Personal Digital Assistant (PDA), the this mobile device technology is known aftioads the Transform and Lighting 


highend PG content). This and the = à =p ; i = j 
processor can handle 2D reasonably as PowervyH MBX (PowerVR is the (T&L) calculations from tha main 


lar demos currently run al 


well." Harold says. "However, because Graphics division of Imagination processor = something not yet 

Dur technology Invotves low power Technologies). "MEX comes in different supported in the Kryo range 

consumption and takes up a smal scales," enthuses Harold. "There's a "Performance is about ensuring there's 
x 240 screen with full anti-aliasing area of silicon, we can deliver 3D to small version for mobile phones, a mid a good distribution of where the work is 


The emulation ran at an equivale a PDA of a level that people associate version for PDAs and entry-level set- being done in a system," Harold says, 
clockspeed of 15MHz, while with a =i console or PC. Not a top boxes, and a top version for more refuting the idea that a separate T&L 


depending on exact configuration new PC, but nevertheless a PC-level complex set-top boxes." chip for mobile device could be seen as 
ALES e n. + eh ye ^ ES | h^ | Br” a መ ^ ል n 
sw O EAn y performance overkill, “The big ssue is how you 


Based on the same Series 3 core Strong ARM tactics distribute the work that needs to be 
ign used in STMicroelectronics Unlike the mix and match aporoach done within your architecture Having a 





de: 


p: 


prevalent in PC circles, the demands of CO-processor taking some of that work 
these devices means MBX is only away from the CPU is important." 
available as an integrated System On However, gearheards will find it 


Chip design combined either with an unwise to gett too excited just yet. 
ARM B or 9 processor. "MBX is Although the technology 5 n: 
licensed through ARM,” explains available to bekk licensed, the lenath of 


Harold. "It makes sensa as pretty much time it taxes to develop PDAs and next 
everyone in the mobile market is an gen mobile phones means 
existing ARM customer.” Customers manutacturers are unlikely to be 





end up ነ 3 single integrated chip shipping MBX-enabled devices 
100 [ | i i contain ፲ሺ] ine "ገገ =፻ፐን፻ የ. ድን ፣ MRX before ዘ ገሬን ar d of ZDO0?2. 


EMT : and unifie esr TP. 
Even simple scenes in games such as Quake /ዘ involve significant pixel overdraw which ana unified memory 


causes performance slowdown. The right-hand shot shows its ability to draw transparency ከ. ation Technologies even URL vw Imagtec.com & WWW. PIV mdev.com 
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MathEngine will ensure it provides artists 
with the tools that allow them to easily 


define tha physical properties of character 


skeletons from within the Unreal engine 


Unreal Karma 


Soon to be in à game near yo Unreal i 
Ihe most widely licensed firstperson 
engine, so MathEngine has been quick 

WW the numetus studios ISO il 

a benefits Karma can bring to Thes 
games. Janes Golcing demoed a Chin 
Bleszinski-created level which included 
Linreal VVartare characters and vehicles 
at the recent Unreal licensees event, As 


result, MathEndgine is in talks with several 


developers concerning the possibilities 


of using Karma. Epic is using the 
technol itsolf tor the forhoonmning 
i Warfare game and it's also 
expected that Legend E 


Extremes will use some Karma 










Karma take root 


MathEngine's physics solution is gaining momentum 


he coming together of 

MathEngine's “ያዳ ics engine, 
Karma, with Epic Game's game engine, 
Unreal Warfare, is a cautionary tale for 


those who question the importance ot 


" A, = "m ኣ 1 - 
ran errs 1 tr art ክርር: ln eae F 
ae SOS. AIL IMO Games Levee 
OL መ a ii » bettors 
JOltierenoe we STONEO a irstperson 


shooter demo called Revolver, which 
was based on the Quake engine and 
viewer," says Mi sthEnc aine's business 
developer manager Mike Gamble. “You 
might have tl cipe id would have 


expressed some interest as it used the 
አ 

na - 4 == m , - 
Quake engine but instead it caught the 
eo ያግቶ ene fee የርም” sy እመ Aia "mt 
un Aur ኤያ! ግሜ. = ያ 1 - hamis us dE Nas YR ፡ LL 


up with them at E3 and decided to 
make sure both engines worked well 
Doer Epic has been very proactive 
t's as committed as MathEngine to 
getting Karma and Unreal to work 


together." Tha first public showing of the 


resulting integrated packages followed 
rre 

at ECTS 

CH L.X m 


And more than just making for good 
publicity, the deal also seems to mark a 
turning point in MatnEngine's fortunes 
AS is the case with much middleware 
while developers have shown polite 


interest in physics engines, the concept 


"n r n m " መ S ሆች 

hasn't proved itself outside of obviou 

መ ምም” ations c ዘ j | = 
ei mes meo 1 ግብ "n. i d LG Lay Ln 
Pecans t bh 2 ሀሮ የሚል በ er 
Loo 11 ር፤ነ i LE OLESC LES VU CT 2 


within their game engines, not via 

abstract falling block technology demos 
"Integrating the code into Unreal is 

relatively easy," agrees James Golding. 


MathEngine's field application engineer 


unctonalily in Unreal 2 and Linnea 


Championship respectively 


because te qameplay mnt about 
manipulating obe says Golding. 
"But we have bean talking to developers 
who are interested in doing things like 
laying traps and making barricades. In a 
-ri i: Weeks wa wil Start geting 


ee Lire 


j to do woth it 





thanks to integration with Epic's Unreal Warfare 





application engineer, and 
Mike (arn ja. ተ, በነገረ 


development manager, 


James Cuolcing, 


MathEnaine 









The integration between Karma and the Unreal Warfare engine was shown to Unreal licensees 
using this Cliff Bleszinski-designed level. Vehicle dynamics are a key area for the Epic team 
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doing it ዘገ such a way that It's simple to 
use because Epic wants Unreal to be an 
artist-driven engine." Two weeks 
working at Epic's North Carolina HO has 


. ፲ዜ ህጂ ሮሎ di ዘ ደ on 
ensured the process is wel uncdenwa 


ae ee 一 Cy 
lun cR 
| 
è ን "mile mum Se 
Tcl lim U LO OO WA OG 
= watr AN giya fe. col sunm the 
armare Were ng 10 set up their 


merse kinematic movement." Goldin 


ul 


says, "Ve are intending to work close 


ሟር 


with them over tha toolchain, as the 


tools for setting up the physics of a 


skeleton look a lot tke the tools for 


i 


tt ro I ine An a at 1 be =m 
For example u are working on a 
ተ: choo mae i 
witan -stre ga Kc Y | y 


the physical parameters so a character 
drops when you shoot It. Other games 
raquire a more cinematic John Woo- 

approach where movements are much 


more pronounced." 


ML. xac 
For this reason, the physical 
Fuer lc TET "y ሦኻ lee ሆሽ ሚሆ ፒር: 
«Tif Lo ፍዳ) I-A Li LACER ici c -iy 
, 二 L ae 
ant vehes are exposed fr ithir 


the game engine, allowing artists and 


level designers to tweak parameters 


ich as jon Tichon, damp ng, engine 
torque and suspension in realtime. "The 
Idea is the Karma engine will be open to 
the Unreal scripting language, which is 
dead easy to extend, so we can hook 
up and trigaer events," Golding 

For example, if two objects 


lide, you can trigger different sound 


sing Karma means artists don't 
need to create animations for their 
models but instead can rely on inbuilt 
characteristics and let gravity and the 
gamer do the rest. 


8.8) = = 
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technologies for cloth 
included in the core of the toolkit 
because you never get them to a 
generic enough solution," Mike Gamble 
adds. "Working with a specific engine 
ike Unreal means that we can start to 
nclude these features because the 
nature of the engine is ted 


dis à 
Aw 


[TM www.mathengine.com 
[II TM http://udn.epicgames.corm/ 


Show, SCE ር announced the first add-on disc tor Gran ዘፐ577፪ 
3: A-spec. Originally called Gran Turismo 3: B-spec, but now 


renamed as Gran Tunsmo-Concept, the disc features eight 
prototype car models featured at the Motor Show, as well as tàn 


modes culled from the upcoming catalogues of Japanese 


4ይ Lm P ቻ p "T! = " » E "m. m T [P mom gem, 
automobile manutacturers, and ive new courses. Kazunon 
"መ a መቻ p x ያ ምክ ሞግ -— — Keg gu ። s Ud & tes trr See 
Tew | eL 8 rh መይሙን FI Ex mL 1) ሎጋ LSL # TL UTU ክሻ EE TEXT dE 
“ር Maus ጦኻ ምኻ = 9 lex mecs dee "ys የቹ ምነ mm Ue ችት መ 
ሸ 55 IDOL OD a smide TT '>1ዌ 8(!: 8 mer oF automan 1== orm ine 


BOs for example. Set for release in Japan at the start of next year 
unfortunately GT-Concept doesn't look set to appear in Or 
the US. Which is a shame, because that probably rules out the 
possibility of an Essex-themed follow up disc, complete with 
bespoilered Escorts, blacked out windows, souped up sound 

] 


systems, and Chelmsford NON Sresi Cnusing grounds. 


Fear on tour 


UK: Having provided the inspirationally epic Fear to the 
soundtrack of Rez, Adam Freeland s not resting on his laurels. 





4 


For those who can't wait to sample the synaesthetic delights o 


Depending on demand, Gran Turismo-Concept may Concept cars aren't necessarily faster than their a 


etsuya Mizuguchi's masterpiece (reviewed p/4) it might be wortn 
just be the lirst in a series of add-on supplements conventional counterparts, so speed freaks beware á 5 z 
checking out the Brighton-based DJ on his forthcoming tours 
Austr Europe, Japan and the US, or his new "On tour mix 


hont- 


album. "I really liked the concept of having the music get bette 
you play better," explains Freeland of his collaboration. ገ played 
the creators of the game various ideas | am wonrang on for ሸኻ 
artist album and they liked ‘Fear’ the best. l'm not a big 
videogame player, but | ገ definitely gonna get a console to play 
Hez. It's beautiful." 'Fear will be available on Freeland's 


forthcoming artist album next year. For more information check 
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Music hates Sony Computer 
ተ ERAI 


' Aasaya M: 





18 additional vehicles are included, as well as five Edge awaits the proposed '80s add-on, but would ages pede he Paf : Pudens c oreet 
"| realize that this announcement is a difficult 
| one for many people to swallow, 
and | sincerely apologise. While | cannot 
detail all of the reasons that led up to this 
decision, | can tell you that it was made 
with the long-term interests of Sega fans 
in mind. Although the company may be 
Gnanging - we are still Sega.” 


2 CI Amencas n DOE Boe: Bier Te ao cee i md 
henmue ፳፪ won'l be appeanng on US Dreamcasts 


|, “During the Cold War, American children 
| played with spy toys like those on the 
television show ‘Man from U.N.C.L.E.’, 
and talked to each other on walkie-talkies. 
| Today, they play videogames thi 
them to blast ዳች at te 


Tae ey mee noe T 


adam Freeland 








Freeland fans who have their appetites whetted by The epic strains of ‘Fear’ are as majestically imposing 
Rer should try and catch one of his sets on tour as the superstylish visuals of Miziguchi-san's Rez | 


gamers a 180-degree screen and 5.1 channel audio wrapped 
Jp in a sleekly spherical framework, in a bid to bolster the 
experience offered by titles like StarBlade: Blue Planet with 
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vhich it was demonstrated. Here's hoping Namco's game 


—- Solutions to sweaty palms at hand 


UK: Gamers with sweaty palms, blistered thumbs or calloused 
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2urrently only available for the Nintendo 64 and Game Boy 


Advance, plans are afoot to bring out versions for all next- 


jeneration consoles. The Gecko Grip is only available from 
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Microsoft's Pocket PC 2002 platform. In conjunction with Eidos 





Interactive the company has already demonstrated a tech demo 


onsisting of a version of the original Tomb Raider that is visually 
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superior to the PlayStation version, and equipped with wireles: 
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For hands that do gaming: Gecko Grip aims to 
provide a solution to painful blisters and callouses 
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BOX olte revenues Tor opening veeeleancad of Pixar's 


562.5 million (ሂ42.7ጠ) 


Amount Steve Jobs paid George Lucas jor Pixar in 1968€ 

$10 million (£6.B) 

51.5 billion ፳15በ] 

Arnount Nintencio m changing iier for dem emus 1 1 በረር 


according to joys “A Us employee: 52000 ቤ16 ,366) 
Amount Sony and Microsoft charge LIS retailers for dermo units: $0 


atest version of Baldur's Gate i Shadows of Amn: 2.5.26498 





| 5 video footage filmed for The Getaway: 40 trusted with this sort of thing in their pockets? partially touchscreen controls and connectivity 











US: in advance of the GameCube's November 18 UE 
Nintendo recently commenced a 12-city tour | 
excitement. The MTV-cosponsored launch event. which took 
B-list freeloaders mingled with A-list liggers to get a ace in Los Angeles, attracted a raft of celebs to check ¢ 
piece of the GameCube action prior to its launch lintendo's new system. Leonardo ‘Titanic’ DiCay Kirsten 
Dunst ("Bring It On’), Tobey Maguire (Spider-Man: The Mo 
Motley Crüe bassist Nikki Six and wife Donna D'Ernco, rap icon 


|| Cool J, Tara Reid (Josie and the Pussycats ), Marlon Wayan 
“Scary Movie’), and 'N Sync's Joey Fatone all turned out. But the 
1ር 


question is, as the tour sweeps across the US 
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Will it convince 


punters that GameCube isn't a toy? 
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UK: Like Proust's Madeleine, the very sight of an old arcade 


cabinet can bnng back potent cniidhood memores: smoky 
eird sound the Atomic File 
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cams Vibri book 


Japan: Paying videogame characters 1 
well, but it's nice when we get a glimpse behind the magic 


hail 


NanaOn-Sha, Pafaooa creators and authors of a 150-pagr 


book detailing the daily routine of Vibri, the wireframe rabbit star 
ዛ of Vib Ribbon. The existential moment where Vibri plays Vib 


cute touch, but perhaps a bit foo obvious; the 
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apparent encounter with a fruit laced with mind-expanding 

"Jn if 
hallucinogens and subsequent explosion of colour Is a litte les: 
predictable. If thats not enough, two comers of the DOOK serv 


| OU ዘዘዘ ዘ as 3D flick-book movies, making it the perfect Christmas gift for 
Good old Galaga updated with 20-inch monitorand — | || | "i | | the rhythm action fan in your life 
walnut cabinet. Matthew Broderick not included li | | | TET 
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Thumb Bandits 

Here's hoping Matthew Smith tums game reviewer 
Edge's furniture catalogue farne 

Lithewoods catalogue photographer in good taste shocker 
Interofhce Halo competition 

Edge flexes digital muscles over the Future LAN 


[Quit | 


Marginalisation of videogames in mainstream media 

"Thumb Bandits’ aside, of course 

Rumoured GameCube delay 

BIA ዘ| | How much longer will Europe be a gaming pariah? 
me beauty - Vibri hoünces | | "val | Dead Sea Monkeys 

: | | Edge experiment goes tragically wrong 
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I-documented ‘reality dit 


icdoned ዘገ equal measure, often by the same people. 


The rise, fall and rise of Steve Jobs is the stuff of legend. The 
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Deutschman begins the story af an ` ted iro 
Apple, taking with him his millior Jotars in ህር” | mone 
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n George Lucas 


Ihe tale relates the startup and eventual decline of i 


computer, Job's fortuitous purchase of Pixar ከፒዝ 


5 , | ር. (OR UJ i 
ዘብ es 
Through it all, the author utilises a wealth of quotable 
65, people close to Jobs who were involved in many 


aspects of his business and private life. Ve learn of Jobs’ almost 


split personality; an amazing generosity combined with a 
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2.3 Ultimate history 


Steven L. Kent's The First Quarter, originaly published last year 


rapidly met widespread approval from the videogame 
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Joytech Apology 
In issue 104 Edge featured an article about the Joytech WT 
Design Challenge under the incorrect heading 'Logitech ዘዘዘ] 
d like to apologise to 
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Design competition’. Edge woul 


Joytech for any confusion this may have caused 
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_ Virtual hotel, It's also home to Edge s (somewhat 


Gielen forum community, or at least tiny facsimiles 
of them, handfuls of wham jog on nthe Ste 
evenings to live It up at Habbo's Club Massiva, 


"But when the reguars aren't dancing & up with 


tarty 16-year-olds, they're in Edges private room, 


| Mindy furmistied by generous visitors. Complete 


with en-suite bath, a TARDIS-like phone box; and a 


working spin-the-bottle game, በ8 0ዐ8ሳ to anyone 
Who knows the name and the password. Both can. 


be found at the Edge lorum, at 
htp:/Awnfuturefcrums, /0.ህ«ና5ፏኋ፡. 
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Japan: in a memorate land amusingi move, Bandas 


Zeon Front telexéesión 165 makes reference 
to the three legenctary Zion robot enemies of the 
onginal 1978. Gundam series - the Taree Blick Knights 
- Which herd Arun Ray must eentront dione (albeit 


| from within the relative safety af fie Gundam) 


11 Maiceover: “PlayStationa TO "Hmmm?" | 


“What fhe...7" 0 “One Black Knight" 55-7. "Two... 
nó, three Black Knights?" (^ "That's it... 09. *. 4 wil 
not let you paaasaaaaaaaass/" ^-^ Voiceover. "Let 
yourself be immersed and engage in some Gundam 
destruction within an ultra-realistic depiction of the 
Gundam werd." 15. (inane chatting) ^^. "Aaarrghh, .." 
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t's not big, and it's not clever, but... fuck. 

Somewhere, somehow, there's a fly in the room, 

RedEye stops and listens, paces round the room, 
tries to find it. There's a pause, a rattle, another 
pause — and he tracks it down to where the fly's 
trapped, tumbling around between RedEye's beige 
window blinds and a glass-fronted frieze of a city 
caught in a cold snap. It's dizzy, drunk on thoughts 
of summer. But it's the middie of November, and 
RedEye has just arrived back from a moming of 
Christmas shopping. Outside is sharp, breath-taking, 
all thin air and ice-coloured skies. RedEye had the 
sense to tum the central heating on to full before he 
left, and that's why the fly thinks that it's summer; 
that's why it's awake. Little miracies: isn't biology 
wonderful? Now... let's kill it. 

As mentioned, RedEye spent the moming 

Christmas shopping, trying to find gifts for 
non-gamers. Which means, essentially, spending a 


morning wandering dazed round an alien planet 
where there's some value in shrink-wrapped shaving 
sets and miscellaneous perfumed plastic add-ons 
for cars, and an afternoon panic-buying into culture 
subsets he finds incomprehensible: Still, RedEye's 
nephews never go hungry for electronic 
entertainment at Christmas; the end of the afternoon 
takes him to an indie videogame store. And hes 
loitering by the PS2 section when he catches the tail 
end of this conversation. 

Girt: ".. thinking about Xbox?" 

Assistant: ^Well, no. You shouldn't." 

Girl: “Uhm. Okay.” 

Assistant: "It's rubbish. There've been reports of it 
crashing all over the US. They're all bugged. Better 
with a PS2. Or wait for a GameCube. More of a gif's 
machine. Cuter handles." 

Girl: "But | read that..." 

Assistant: "Ahaha, No, really, trust me. Microsoft 
suck." 

Handles. And the guy keeps spewing ill- 
informed garbage in a patronising tone - he comes 
this close to touching her shoulder — and RedEye 
seethes, and... hold on. The fly's still alive: Fuck. 

Swearing's not big or clever, but neither's 
perpetuating the view of videogame fans as a nerdy, 
know-all, male-dominated clique. RedEye's Xbox, on 
the other hand... well, that's quite big, although not 


A sideways 


nearly as big as some would have you believe, and 
it's definitely clever. Halo, Amped, and Project 
Gotham prove that much, but the whiny Microsoft- 
hating adolescents aren't going to accept 1. They 
want a world where Nintendo desian operating 
systems that only boots up if you're on first name 
terms with Shigeru. Wouldn't it be good if the Xbox 
provided a fresh start; one that doesn't come with all 
the sexist, in-joke, careless misogyny of the 
videogame community? 

Maybe it will, There's a real chance that 
Microsoft will bnng a new demographic to gaming. 
Its brand name's strong enough to get non-gamers 
interested, and the stodgy, substantial presence of 
the Xbox casing ought to be enough to attract the 
Dixons black-box crowd. They gave an indication of 
conceivable intentions by signing the Oddwortd 
franchise, a senes whose previous iterations were 
declared by urban legend to be the Girl Gamer's Girl 


REDEYE 


Game, but then blew ሺ with DOAS. As an editorial on 
g-strings and bulging, bouncy grains?” Good 
question. RedEye's often wondered it himself. 
Kidding. Maybe. 

The stoic, unchangeable, immature fanboy 


look at the videogame industry 


and a middle-aged woman are tracing a handful of 
garnes in for a copy Final Fantasy IX. ! 

"Yeah," says the teenage assistant casually, 
making his play. “This is pretty good". The giri 
checks him aut, but she's not interested. She looks 
at the fioor, kicks her feet. "Oh, good..." 

"| liked Final Fantasy Vill," says the Mother figure. 
The daughter blushes, glares. 

“Mum...” 

"| liked it!" 

"Mum, its..." 

What? | liked it" 

"Never mind." 

It's like the mother’s just confessed to liking pop 
music. It's like she's singing Britney, It's like games 
are normal, 

RedEye closes with a snapshot. A frend of a 
friend is picking at the bones of a dead relationship. 
it's not the first to fail; she has very strict criteria — 





she's young, she can afford to — but those criteria 
aren't typical. He must be pretty, he must be her 
intellectual equal, and he must aiso know his way 
through Baldur's Gate. Despite having a fair 
grounding in RPGs, her most recent attempt had 
much too much geek and not nearly enough chic. 


Swearing's not big or clever, but neither's perpetuating the view of 
videogame fans as a nerdy, know-all, male-dominated clique 


community is videogamings cancer, It touches us 
all, and it retards our development, changes us for 
the worse. RedEye has a friend called K, whose real 
name is Karen, but no-one online — not even those in 
her Counter-Strike clan — knows that. When people 
ask what the « stands for, she shrugs and arins and 
teils them Killer, or Kickass, or Kevin, or Ketamine, or 
whatever — never Karen. She tried it once, and when 
you ask what happened, she just shrugs and blahs 
like she knew what'd happen, and that it's not worth 
talking about. Whatever; she never tried it again. 
Why bother? The only place she's played as a gir 
online was Phantasy Star, and she doesn't play that 
any more, Not since the cheating started, since the 
boys got to the heart of Ragol too. There's no point. 
Anyway, perhaps things are changing. RedEye's 
just calming down, queuing at the checkout, and 
notices the scene in front. A couple of teenage girs 
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“On well," she sighs, "I did meet a cute friend of his 
called Lee. Plays Liima and has nice blue eyes. But 
I'm very fickle." 

More power to her. She, K, and the Final 
Fantasy gris are flicked away with the back of the 
hand by an industry that's institutionally misogynistic, 
an industry whose imbecilic children reiect the Xbox 
without experiencing it. Go online, and you'll hear the 
Internets background soundtrack, the same fuzzed- 
up whine of undersexed teens and masturbating 
20-somethings, buzzing round, making the same 
old whiny noise, confused by the changing climate. | 
hate Microsoft, | love breasts. Isn't biology 
wonderful? RedEye flips the window open and flicks 
the fly outside. Fxxk them. Fxxk them all. 


RedEye is à veteran videogame journalist. His 
views do not necessarily coincide with Edge 5 
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ripped T-shirt and camouflage trousers, 

cigar clenched between his teeth, shouting 
“Come onl” at the TV screen while blasting merry 
hell out of Time Crisis 2 with the shotgun shells. A 
disturbing image, to be sure, but it does illustrate the 
basic attraction of the videogame form: power, 

No doubt some Edge readers are besulted, 
staff-rationalising CEOs of large corporations, or 
perhaps members of the European Parliament, but 
the truth is that most of us don't have much power 
in our daily lives, and videogames offer to remedy 
that situation for us. Which is why claiming that a 
game like Time Criss 2 is simply “escapism” isn't 
telling the whole story, The notion of escapism 
implies a simple desire for removal from one's 
immediate surroundings, without any preference as 
to the destination. But a gama that landed us in an 


P icture your columnist sat at home in a grimy, 


in Our real ives wouldn't be much fun. A game 
shouid make us feel more important, not less. It 
should give us more power. 

Power, of course, has many masks, When 
Nietzsche declared that a "will to power", rather than 
a namby-pamby will to continue existing, was the 
driving force behind all living things, he didn't mean 
becoming a Napoleon among amoebas, of invading 
eventually bending the entire pond to its stem, jelly- 
like will, For an amoeba, power is exerted simply 
through a constant battle with its environment. 

Similarty, when playing games, we humans do 
not necessarily have to exert power through the 
one's veins when one has calculated a forced win in 
chess 5 one of the most brutally enjoyable there is, 
even though one's own actions — shuffling carved 
bits of wood around - are on the surface entirely 
of Time Crisis 2 would be diminished if we were just 
shooting cardboard targets, there would still be 
some measure of power left: the power to engage 
with a system on its own terms and beat it hands 
down. The game then constructs a rhythm of 








available force, occasionally offering us a machine 
gun for a surge of destructive pleasure -- just as 
with the power-ups in A-Type, or the three-stage 
assembly of your rocket in Moon Cresta. 

greater and more subtle varieties of power to play 
with. There is, for example, the simple power of 
ordering a character about — being able to make 
a ‘subserviant’ Mario or Lara do exactly what you 
the power that accrues to one who has greater 
knowledge than his enemy, which is the principle 
behind stealth action, from Thief to Headhunter. Or 
the intellectual power of being able to solve crafty 
problems set for you by the game designers, 
exemplified by the gorgeously logical Legend of 


Zelda: Ocarina of Time. God games, meanwhile, 


create their own overarching pseudo-narrativa 


entirely out af the gradual acquisition and proper 
dispensation of power. 

But power is nothing without control. A hoary 
CIC carac ciu; SUCHE ME ie ns =: 





the eraiogue ፅከከ O delice crier 
between stealthy, silent movement and all-out 


is pointlessly limited. (Do we really need to go back 
and tell the character to rotate his body around ! 
some more so we can look where we want to?) This 
is an issue of power, rather than a simple control 
gitch, because it fails adequately to represent the 
near-autoratic freedom to look around that we 
experience in real life. If knowledge is power, this faut 
in the game works to limit the knowledge we can 
— T or 
wa 
basically, mechanical. We express power by doing 
things to the environment, or doing things to other 
characters. What videogames have been unable as 
yet to reproduce is the variety of power that is so 
addictive to many people in real life; the power of 
psychological manipulation. Books on this topic 
have been a surefire winner ever since the 
publication of Dale Camegie's 'How to Win Friends 





TRIGGER HAPPY 


Steven Poole 





and Influence Peopie', and we all know at least one 
pleasure in developing micro-strategies — “own the 
silence" is the preferred maxim of one man | know = 
to climb the greasy pole, 

ል swift bout of digital ultraviolence can be all 
the more refreshing if we're no good at this real-life 


Despite videogames’ intellectual complexity, the varieties of 
power offered to us by them are still, basically, mechanical 


action. All too often, though, videogames 

are frustrating when they limit your power in 
inconsistent ways. 

subtie. Ico, for example, 5 in many ways a laudably 
beautiful and thoughtful game, but the fact it doesn't 
offer the player a first-person lookaround function is 
a serious omission. This 5. after all, a game that's 
predicated on the user's acquisition of power over 
her environment: a gradual ability to negotiate and 
exploit its lovely and complex spaces. But acquiring 
a mental map of ico's huge, multilevel rooms is more 





moves the camera, but t moves t tom a stange. 
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game, but it's an evanescent consolation, On the 
other hand, if videogames ever develop the ability 
to simulate this kind of personal and political 
interaction, might we hope that one day the power- 
hungry will be sated by the varieties of virtual 

be ruled by people who actually want to make the 
word a better place, rather than simply wanting to 
spray their egos over as many unwilling citizens as 
possible? Nice dream. For the moment, |'ll take the 
comforting certainties of the shotgun. 


Steven Poole is the author of "Trigger Happy: 
The Inner Life Of Videogames’ (Fourth Estate). 
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esterday, | was watching TV and | found this 
Y very interesting interview of Mr Sugiyama 


Koichi, He is very well known as the Dragon 
Quest theme composer. He has also been the 
director of numerous popular TV programs. Well, as | 
said he is a very famous man in Japan. | chose his 
interview for my column this month as he said some 
very interesting points. 

He spoke about “ability” and "effort". He 
explained that ability (or skill in a sense) and effort 
(the power which drives you) do not come together 
as an addition but through synergy (multiplication). 
That means that if you have great abilities but don't 
want to spend much effort, the result is zero: 100 x 0 
= 0. In the opposite way, even if you deploy a lot of 
effort but have no particular abilities, the result would 
be the same: 0 x 100 =0. 

This remark has remained deeply Inside me 
since then. | mean these are very harsh words. They 


have such an impact, very different from the 
common thinking you hear like, “Anybody can 
succeed if he keeps going. Yes, keep trying!" Well it 
is up to everybody to prefer one or the other way of 
thinking but, | have to admit, Mr Sugiyama may be 
right after all. 

This is the first time | have heard of such a simple 
way to describe these two words, ability and effort. 
In more than 12 years in this industry, on many 
occasions — the bad ones - | have thought, "Do | 
real'y have the right abilities?" That's why his words 
had such an impact on me. | remember | had a 
similar approach years ago. In my case | was 
thinking about "Experience", "Material (lets say 
knowledge) and "Technology". Forme, "effort" is 
obvious so | do not take it into account. | mean, 
when you work in the games industry, if you do not 
spend effort on your work, as a pro, you are out the 
story. So let me explain my point of view here. 

As Mr Sugiyama said, it is about synergy and 
not addition. When | joined the industry, | was told 
that simulation games (in this case something which 
recreates reality) should be done with people who 
have experience in the field of the thing you want to 
simulate. This thinking is still valid. People who have 
witnessed something, who saw it, tried it or heard it 


have this vital experience, which makes all the 
difference with people who didn't. Even if you 
consider unreal fields like fantasy, science fiction or 
war (obviously you don't go to a real battlefield in 
order to make a videogame}, you can develop a 
form of experience through books, movies or 
comics: Yes, you can get a valuable knowledge, very 
useful. So here is my thinking: The best condition to 
make a game is when you gather the following 
conditions: you have a solid experience, you like tne 
theme you are working on and you have a good 
level of technology. 

When you have such people in your team, 
this has to deliver a great result. Our Virtua Striker 
team is one good illustration. Some played (or are 
still playing) soccer and know everything about the 
sport. Plus most of the team has more than 15 
years of experience in game development. That 
helps us very much! 


AV OUT 


However this is not always the case. You look at 
everybody's experience, technology and knowledge, 
then you assign some to a project accordingly in 
order to get the best team for the job, But as you 
would understand, making the perfect team is not 


make it" When | hear such things I'm always very 
surpnsecd and | don't know what to say, | mean ዘኒጩ 
Is So much to do in many genres! It may be a 
problem of personality? 

Anyway, let's get back to our problem. So 
rather than talking about “avoiding Zero”, let's say 
"level up" the weakest category, For example. 

ዘ you have the knowledge and the technology but 
na experience, it would be great to allow the 
people in the team to gain this experience. 

in that way, their interest will develop as well 

as their expenence. 

Another example, if you have the knowledge 
and the expenence but no tecnnology, well you 
should train them. The last example, if you have the 
experience and the technology but no knowledge, 
you should arrange for them to be provided with it. 
Howewer, if two categories are near zero, it would 
take too much time so this would be very difficult. 


Toshihiro Nagoshi, president, Amusement Vision 





Well, in that case you should put these kinds of 
people in projects they are interested in, 

But before all, | think the most important thing is 
the value of person who will assian the staff to one 
project or another. His or her sense is crucial. If he 
has none, he would not be able to decide correctly. 


When you work in the games industry, if you do not spend effort 
on your work, as a pro, you are out of the story 


Why so? Let's think a little while. In order to 
make a good team, you should base it on the three 
aspects | described before: knowledge, experience 
and technology. Now, you should start by putting a 
grade for each staff, one for each of the three 
aspects. Since we are speaking about synergy and 
not addition, first, you nave to be sure there is no 
zero in your team so you get a result at the end of 
the process. This is important. But in reality, there 
should be no zero. | mean | don't know one single 
person who has no interest in something. 

People who work in this industry are naturally 
curious about many things. Well they should be 
according to me. However, sometimes there are 
people who say things like, "I don't want to work on 
this kind of game. | would rather rather die than 


ELHE —:! 


Of course, he wouldn't be able to fix each 
weakness. He would even be unable to detect any 
"zero". That would affect directly the staff's 
motivation and, consequently, the development. 
Well if | had to put these grades on me | 
would say I'm in the 50 x 50 x 50 situation, taking 
100 as the maximum. Now, I'm sure if | had to 
grade my "effort" as well, | would reach 10000 
points! Yes, I'm a man with honest abilities and a 
strong effort capacity. When | work, | always put a lot 
of attention on the three aspects | spoke about. 
These are essential when making a big hit tite 
See you again. 





Toshihiro Nagoshi is president of Amusement 
Vision, formerly Sega subsidiary Soft R&D #4 


ecruiting staff in the games industry is a dirty 

and imprecise science. Given that a 

development team's value is nothing more 
than the sum of its individual talents, the stakes are 
of which offers different benefits to employer and 
potential employee alike. With over 60 employees, 
we've had chance to look at each of these in depth. 
Here's what we've discovered, .. 


Recruitment consultants 

Recruitment consultants are the most common 
source of new recruits. The back pages of Edge 
are full of adverts for the larger agencies, and most 
people in the industry use them at some stage or 
other. However, there are drawbacks to usng them 
They're expensive, typically charging 10-2556 of the 
recruit's annual salary by way of a finder's fee. They 
also offer a mixed level of service. The excellence of 


some is more than matched by the mediocrity of 
others. Several act as nothing more than clearing 
development houses with mass mail-outs of bargain 
basement CVs. This helps no-one and calls for 
extensive use of the round metal file, 

The work of recruitment consultants also 
extends to the murky world of poaching, a dirty 
business that causes a great deal of resentment 
among targeted companies. Important and senor 
positions are hard to fill, and occasionally head- 
hunters are called in to do the dirty work. Once 
again, this offers mixed results. The cost is 
astronomical (sometimes as much as 4096 of the 
starting salary) and the results vary. We very rarely 
use head-hunters. 


University graduates 

One of our major sources of new recruits Is university 
graduates. The increasing complexity of games, 
particularly with the acvent of 3D, has created a 
need for programmers with high-powered academic 
training in scence and maths. We take a lot of 
people from Cambridge every year, because we 
have excellent contacts there. There are also lots of 
excellent graduates from other universities and we 


taxe as Many of ther as we can, given the time to 
find them. Reaching them before the City does is a 
challenge. however. Persuading them fo forego cash 
and spreadsheets for games, pizza and late nights 
isn't always as straightforward as you might think. 

Everyone we've had has been excellent, and 
their enthusiasm often contrasts with the weary 
cynicism which offen charactenses those who 
have been In the industry for a long period of time. 

I any of you reading this are In your final year, please 
drop us 8 lina. 

That's not to say academic Qualifications are 
enough in themselves. University can breed 
complacency and give people an unrealistic 
appraisal of their own self worth. Equality, a bad 
degree can be worse than not having a degree at 
ai. l'm always underwhelmed by applicants who've 
got 2:25 - if you're going to arse around at university, 
at least do it property and get a third. Or do it with 


Joe McDonagh, Designer, Elixir 


style and flunk out completely. One of the 
programmers did just that, exchanging the thrills of 
an Economics Degree at LSE for careers as a boat- 
bulider and session musician (complete with soft 
rock bubble perm). He's also an autodidact who 
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Word of mouth 
recommendations from people who airaady work 
here. If a member of the team 5 prepared to go out 
on a limb for someone and vouch for nim or her it 
usually means they're ali right. Usually they've 
worked together before. | used to work with my 
current Producer in ጠሃ first job at Ub! Soft, where he 
worked in the tech support department. 

Finding prospective recrults is only half the battie, 
the other half being the interview process. | dislike 
interviews intensely, not least because I'm cynical 
about ther efficacy as a means of ascertaining 
someone's qualities. I've done over 200 intendews 
since the start of ኒት and with all but the minority, 
you know within the first two minutes whether you 
like them or not. The sense of power over 
somebody's career is unpleasant, as is the very 
nature of the event, which 5 nothing more than 


VIDEOGAME DIARY 





an interrogation lurking beneath the venser of a 
friendly chat. Having been on the receiving end of it 
myseff when | was looking for a job, | try to palliate 
the experience by being blunt and up front. My 
apologies to those who have suffered from this 


A bad degree can be worse than not having a degree at all. 
l'm always underwhelmed by applicants who've got 2:25 


made a living writing and selling his own games for 
five years. Qualfications can be as misleading as 
they can be helpful. 


Advertising 

Advertising is an establisned, if expensive method of 
finding new staff, Turn to the back of Edge and you'll 
find pages of adverts. A full page ad will cost you 
around £2K. which is a lot of money, although stil 
cheaper than using agencies. What it offers over the 
other methods is a means of getting people from 
Designers, previously worked as Head of Games 
Development at Games Workshop. It's unlikely that 
we would ve been able to recruit him had we not 
advertised in Edge. 


approach. Nothing illustrates the inaccuracy of 
interviews more than the fact that one of our best 
programmers gave the worst intervew I've ever 
seen. We took a chance on him and he's since 
repaid our faith too many times to count. 

To finish off, here a selection of my favourite 
recruitment moments: 
lll The candidate that turned up to an interview 
in a skirt (we liked him). 
፳ The artist whose portfolio included work by 
our Art Manager. 
88 The person who was approached by 
nead-nunters to see if he was interested in 
dong his own ሂን. 


Joe McDonagh is a designer at Elixir Studios 
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Link's growing pains 
Edge's | 


re you drunk?" asks one concerned Zelda fan of Shigeru | 

| ሀዘ| | I Miyamoto on the Mature Zelda Petition Web page at ihr 
A chance to run. Ihrough the game's first sactian 
ከ ቁ eel ር KANGA AA www.onlinepetitions.com. It's not an Isolated comment, sitting ， m 
though you deserve to fine this ona sut for yoursell, as it does beside some 9, 000 others aging about the new | | 
cel-shaded Link, It's somewhat ironic that the individuals 
passionate enough to complain about the character's 
'child-like' appearance can only use | nvective usually 
reserved for the school playground, 

But why has there been such an outcry? The answer's 
simple: a certain section of the gaming community will always 
feel embarrassed playing a game which looks like a stylised 
Disney cartoon, no matter how impressive the gameplay. 
Youngsters and mature gamers will take Miyamoto-san's. 
next Hyrule adventure on its own merits, but the flabby 
GunValkyrie demographic at the centre will probably miss out on a treat. 
Shox receved 8 boost torn Steet at the X01: event | While it's unhealthy to judge à game before playable code is 
«ilia tenor ብ nf available, it would be a major surprise if the next Zelda title 
Bet Radio that shone; Gun ጆንያ ካን turned heads too, ended up as a limited piatf  Bimed at pre-teens. 
| | | But Miyamoto-san's decision to deliver a stylised Link has 

already established the character in the minds of gamers the 

world over. More so than previous iterations on NES, SNES 

and NGA. If anything, itsa superb example of how to make 8 

memorable character from a few simple curves and lines, | 

Other developers going down the photorealism route have 

failed miserably to establish their characters in such an instant | | 
Ii "nm Who wil remember Max x Payne in a few years time, even | 


Metal Gear Solid 2 






Mario Sunshine | | | Fact is, the most recognisable characters in videogame HA 
What! s that stranga davice strapoed to Mario's back? | | history ara from the Bbit: era when the technology couldnt A ዘ | 
Jetpack? Flame-throwar? Vacuum unddinidl Knowing | | . handle beauty spots and wrinkles. Mario; Sonic, Yoshi, Monty | TPA HL 
Nintendo, It might take until 2003 to discover the truth. - Male, Dizzy, Pac-Man, Horace... They all became iconic ዘ II | 
.ጨ because of the limitations of technology. Game characters ^^. TT PETIT. 

which have become popular recently have all focused on 
hyper stylisation, rather than going for maximum detail. Core 
has noticeably kept Lara Croft's features exaggerated even 
though she's moved over to the PS2. 

|. Psychologists have found strong evidence to suggest that 
neonates have an innate ability to recognise faces - big eyes, 
large smile, small nose — it's not that difficult. The new Link — 
appeals to our primal instincts and ‘cute’ doesn't really do 
The Dreamcast version was superb, and the consciousness, we can only hope that the game Pss 
memeni PS2 port bolt iust as spactiicutr. becomes as memorable. ? ቀ” 
The retum of ihe instant ki 5 euer anticipated 


| 
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Acquire, the developer of Tenchu, has returned to feudal Japan for a story based 
on pride and passion. This time, however, there promises to be more action 





The player will be expected to liberate the 
samurai hero from perilous situations. Perhaps 
the developers have been as much influenced by 
Buster Keaton films as those of Akira Kurosawa 


The delightful stealth elements ae 
of the Tenchu series... will be 
replaced with elegant sword play 
and intense bouts of action 





The samurai theme will be conveyed through the use of cut-scenes using the game engine. Characters 
met during one game may behave differently in another depending on the route taken by the player 


5 = 3 tnum rnm Po aa， meth na Or quia je f rel Hesian 
company which developed the Samurai was to produce a game with & 
excellent Tenchu senes. T tne T bent wath a tc ገሦ ጋ = 
= = LJ CNCS የጋ 4 undi LE L wwIL Ic Le " 1 "n 
Tu Firm gU — Sse, fie 2 Fea "7 = ru Lh — :- = ji ra prë 
&nchu tes suffered mom some tecnhnica Chan than Bruce Lee. Gul Acquire s Tamitarty 
ከ188 ፦ ጣ መሚ የሜ |; m i ue for ከነ]! Lee i me D | ኣሞ ሚች ፒግ. wd 
fficulties, 5 as soenen breaks anc | r Wn tuda Japan and the brutal aspects of 


Ine team behind the gares 
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an age-old honour system persuaded Spike 


Seliverec stealth elements which, in some 


to go with a game focusing on pride, drama, 


respects, were supenor to those expenaenced 


elegance and passion, 
Dr Samurai is the result of many discussions 
ireater freedom in the environments and about the game's outiook but from fervent 
rmacginative devices, such as a grappling nook negotations emerged a tite with a single 


levice and blow pipe, offered more choice Jision, Once an agreement was reached 


| ይየ = ከወ = ጤመ DOCO day 1! ከር Lig. HEX sitar ውር ሽ TIS or PT itt ti + 
ay. IREAS d St ae ah 4 
nis that attracted the growing Japanese ogrTiUradi die ven CyriegTuc Wammors 
ዘዙ > አኔ | = T; 
al = ኻ ys] 一 ] 
enthuses Acquires CEO, Takuma Endo 


developing ninja games 
understood that stealth play was essentially 
tactical. That means vou kill vour enemies 
without being detected. In Tenchu, | tried to 
make this aspect involve some action but this 
is nothing compared to Samurai. | have to 


admit, this project let us deliver the action part 


publishing group, Spike Interactive to the fully. It is one of my satisfactions with this 


talented development team Does 

Acquire is very famous for the Tenchi Those expecting the deliahtful stealt! 
enes and we thougnt ILS stye Was ver i 5 of the Tenchu senes may be 
nteresting.” Spike's media division director disappointed, though these e replaced 
Mitsu Sakurai told Edge. "Its stoic design is with elegant sword play and intense bouts of 
ery UNIQUE among Japanese developer action. Acquire expect to challenge the player 
There has not been many new styles of with up to ten opponents at one time. A swift 


games lately and it has been a common will 


and intuitrve coniro system ፳ከርዚዘር] one 


between Spike and Acquire to make players the opportunity to dispatch enemies in 





quick succession, mimicking choreographed 


battle scenes from popular Japanese films 


elevision programmes such as The 
a Aevi 
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chssatisfacton with the memory capabilities 
Dut is certain that his team 5 Sdgueezina every 


ounce of power out of Sony's machine. 
"Around 99.99 per cent. We spent so much 
time on our engine, plus we had a lot of work 
in getting the Al features right. Ve had a clear 
image in our mind about this project but wher 


the time came to make it real, we had to face 


h = amt arate 4 a use = Heo 
Viigi We Day Wanted I በ | 8: it 
መ | ü C ጊታ” ፤ TI zm, i ኻ ፈኒ 
- ra TLA ጋ y ci i 
መ ሮስ ኩር arp chl k T 1 el D መ; ጭሎ 
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Dui we aso put a Ol of altention on gqrapnics. 


When we were still working on tne first 
wit ከ [ርን 


ru 
PlayStation2 and see what it was capable of." 


Format: PlayStation? 
Publisher Spike interactive 


Developen Acquire 
3in: Japan 
March 2002 
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in terms of structure the team have 
sed on dali 
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of the game is left to discover. Though the game can be completed in two hours, 
" the developer is building in many routes to ensure 
that players will come back for more. A percentage 
t - meter indicates how much is left to unlock 
to suit the play 
fighting mo, 


Qualitie: 

ptayabie co e | avaliable. Bu ይ E LS FREIER 
Acquire's insisten | ቨ 

should giv 


iem quality to separate it f zm it's hoped that the combat will mimic the choreographed elegance of the best martial arts movies. 
- The story takes place towards the end of the samurai's reign and conveys with pathos their final days 





In the original you could face up to 25 simultaneous threats and kill three to 
four enemies per second. Can this 3D update present a similar challenge? 





Although not part of the project, original Defender 
creator Eugene Jarvis stresses the importance of 
keeping the original's threat management and pace 


untouched. | ካይ games that 


appeared as beauty queens 20 


years ago typically come back today looking 
| 
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"It's simply all-out action, with some 
small elements of Seedy involved. 
You just jump in and start fighting, 


just like the original Defender” 


ts simply all-out achon, with sane sma 
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Defender,” promises product manager 
Patrick Dillon. And in fact, the basic theme 
of gameplay — blasting zillions of human 


abducting, visually abstract, techno-organic 
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The clever ground units continue to fire on enemies as you carry them from one place to another, 
effectively granting you a tailgunner. On occasions, you get to fly with wingmen to help your progress 


thingies from outer space into little, tiny pieces weapons — each specific to a certain ship 一 


- remains refreshingly simple and elegant. ranging from a high-powered shot with a 


However, almost everything has increased shotgun-like blast pattern to a small-scale 


n scale. For instance, the action will now 


nuclear detonation. Every ship will also wield 
range across seven different celestial bodies, 


some sort of basic guided-missile attack — 8 


የ ፍሜ Eras ዮም pow የ Thar - "m Ple ዒ = E ae edi iom, = p pm r —s a - 
from Satum's moon, Titan, to the big, blue critical acidition if the game is to preserve the 


à “Te ; መሚ (ለለ 
Se ጊ 8 ሄድ eo Eua rs jy 578) ay 3 ኮዝ = ee sete oe Re Pees bal p Ama LUA vem 
arbie we cas home. Actual Di CUE ranc acbon of the onginal. "In Siar Wars 


-' 


marble" may not be accurate: "It's no longer a 


ul 

Ce 

a 
" zh 
6 

T 


yOu re always lining | ery arenes 
blue planet,” intimates producer Dave 
Brooks. "It's more of a red. It's not the 


up exactly in front of you in order to hit them," 
Brooks explains. “We didn't want that. We 
peaceful Earth you knew. 

The ships, too, have evolved. There are 


eventually six to choose from, each with 


have so many enemies; If you shoot at 
something, you need to hit It." 

The ships' specifications can also be 
different firepower, speed, armour, and cargo upgraded over time, thanks to the humanoids 
capacity, Ships will also boast new abilities you protect. There are three types of 
necessitated by the move to a 3D colonists, who must typically be airlifted safe 
back to the base. Which ship uparades you 


earn depend on which kind of colonists are 
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joystick. Then there's the Super Thrust, a the armour, and possibly even develop a 
rocket boost that can carry the player swith cloaking device. Finally, enaineers will design 
faster engines or increase each ship's ability 
Hyperspace feature. The Smart Bomb, too, is to carry things 


likely to be replaced by a variety of special This cargo capacity becomes more 


There are 32 levels in all, spread across seven different planets and moons (the shots here are taken on 
Mars) which should at least ensure that things will look a little less brown by the time release day comes 


important than ever before, tha 


quently manned 
me Tully independent 


y bit of heip you can get, 


« onginal enemy 
Landers, Mutants, Baiters, Bornbers 
Swarnmers — are now joined by at 


ses. [he first is’ 


3cond is so secret the 


tally intelligent, even 


ጋ Al at times — which is 


no surprise, given that 7 Studios employs 


‘at I toms 
veral members of the tearn that redesigned 


Battlezone n. Luckily, th 


units are particularly bright as well, and certain 


ions grant Al-controlled wingmen. In fact, 
t mind the fact that the frame rate 


28, two players can take to the 


Battlezone roots, will there be RTS-style 


as well? Maybe just a 

"We want to get the game 
100 per cent done as a shooter, as an action 
game, before we address that. But there are 
plans to incorporate some realtime strategy 
elements into the game." 
Defender is far and away tne most 
ambitious of Midway's arcad 
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PlayStation2 

er; Midway 

Developer: Y Studios 

gin: US 

Release: Autumn 2002 (US) TBC (UK) 


Enemies continue to mutate throughout the game, just like uncovering new units in an RTS - there are 
five types of Landers alone. Any rescued humans have to be transported back to your base (main) 
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For the first time, Sega’s premier brawler arrives for the home on a console 
manufactured by another company. Will it convert those brought up on a Tekken diet? 


Il | can tell you is that this is 
one of the best and one of the 
most complete games that I've 
ever made.” 

ል bold statement, certainly, but sitting in 
AM2's demo room with an assorted selection 
of the European press listening to executive 
director Yu Suzuki it's difficult not to get 
caught up 81 his enthusiasm. In front of us, 
two one-metre hiah VF4 characters are being 
projected onto a screen as Suzuki-san talks 
through the various PS2 modes. At one point, 
unhappy with the convincing job the projector 
is doing of washing out colour tones and 
enhancing the polygonal edges of his latest 
creation, he grabs the 21-inch monitor and 
turns it to face the crowd as a true 
representation of how visually close Sega- 
AM2 has already got to the Naomi2-powered 
coin-op. Things are far from finished, we're 
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Although no release date has officially been set, the team is nearing the end of the conversion process. 
In keeping with the technical nature of the VF series, nearly 3,000 moves are said to be at your disposal 


Polygonal vanity 

As with the arcade version, PS2 VF4 
holds some 400 hidden items within its 
code for you to discover while beating 
whoever happens to be facing your 


character. These objects — fashion 

|^ accessories, mostly - can then be used 
in Character Edit to customise your 
fighter's appearance. Not as essential an 
option as the Al System (see text), true. 


A Virtua Stick similar to the arcade setup will be 
available, and the PAL coda has 50/60Hz modes 
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Format Playstation: 
Publisher: Segi 
er: Sega-AM, 


Origin: Japa 


Release: TBC 
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In addition to the various extra modes, the PS2 
version also includes a bonus stage (not shown) 


told, and none ot the peripheral araphical 
elements (seagulls flying around, for instance) 
are yet in, but "in the end, | can assure you its 
going to be a perfect conversion of the arcade 
game," Suzuki-san promises. 

But it's not just the graphical quality that 
has kept the team busy. The Arcade mode is 
being supported by the usual Versus and 
Survival play options but, aware that many 
PS2 owners may not have arown up playing 
Sega consoles and so missed the previous 
Virtua Fighter instalments, Sega-AM2 has 
included an ingenious Training mode. 

Novice players are given little excuse not 
to unravel the series' highly technical nature. 
in addition to traditional command training 
(commands displayed on screen must be 
copied) and free sparring, there's a Trial mode 
which improves your fighting skills by 
presenting you with a variety of fight-related 
tasks to be completed. Crucially, though, the 


altered so that the timing of the different 
moves.can be mastered. 


Perhaps the most intriguing of the new 
options is the Al System. This allows you to 
play sensei to a CPU character and the aim is 
to turn the latter into a proficient fighter. You 
achieve this through direct training — taking 
control of one of two identical characters 
while the CPU learns from your moves — or, 
perhaps more interesting, remote training. 

Here, your Al contender faces up to a 
CPU-controlled brawler and the action is 
monitored by the game system. Occasionally, 
the CPU pauses and asks you a question as 
to how your protégé should proceed — your 
answers enhance tne overall ability of your Aj 
protagonist. You can then test the latter's 
competence by entering it in the Survival or 
Versus modes or by taking your memory card 
round to a friend's house and let it face their 
own creation. Which, frankly, could be 
an entire game of its own. 




















Though Jet Set Radio Future won all the plaudits in Cannes, 
Smilébit févealed that it had another ace up its sleeve 


ith ኀዝግ8 attention of the majority of X01-goers focused on the 
cel-ahaded glories of Jet Set Radio Future, it was easy to 
overfpok the fine progress that GunValkyrie continues to make 
Smilebit’s Shui Arai was on hand in person to demonstrate the title 
though, and l*eaopeared keen to highlight both the power of the Xbox 
and also the way in which it was being used to imbue the title with 
superlative graphics 

Certainly the game takes full advantage of the nVidia chipset to 
deliver highly detailed, sizeable environments, and a fluidity of control 
that maximises the impact of hordes of fast moving, insect-like 
opponents. The action fits a more conventional mould than Jet Set 



















Radio Future, consisting of an arcade-styled 
shoot ‘em up, given added depth by the 
inclusion of DNA collection puzzles. However, 
it's an equally convincing prospect, and 
anather title that demonstrates the range of 


which Xbox is capable 
The dmn is still putting the finishing 
ouches in place, developing a stronger ur : 
; Smilebit's Shun Arai admitted at X01 that the Starship 
Troopers movie was one of the inspirations far 
GunValkyrig's sci-fi aesthetic. Certainly there's no 
shortage of insect-like enemies onscreen at any one 
time - moving in a convincingly arthropodal fashion 
and providing a frantic sense of pace. Microsoft has 
no need to be embarrassed with titles of this calibre 





design for the game's female protagonist to 

oin the roughly finalised male character, as 
wel as polishing the in-game, alternate 
history, narrative, but the signs are 


promising for the completed package. 
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THQ's interpretation of the motorcycle Grand Prix licence takes advantage of the power 
of Xbox to deliver multiplayer authenticity. And it's nothing to do with Namco 
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! in prin EHE PITE PIT ዘጠ P ሎኡ /ሥ7[፲[/ ገ ' | Namco's PlayStation? title of the same name, apart from being 
HIT NUT THEE A Ane | | based on the same licence and therefore featuring similar tracks and 


vehicles. While Namco holds the nahts to the coin-op franchise and its 
Play Station2 conversion, THQ's Xbox licence has been turned towards 
a game which boasts a much greater focus on simulating the finer 
details of motorcycle racing, thanks to a game engine developed by 
Climax's specialist motorsports team. 

Having first seen this engine nearly a year ago (in EB4), Edge is 











confident that THG's MotoGP will offer a handling model of greater 
sophistication than its PlayStation? competitor 
—— o SÁ and thanks to the per-pixel capabilities of 
Microsofts hardware, a greater level of visual 
detail. Particularty impressive is a surprisingly 
effective motion blur effect at top speeds, and 
an intuitive control scheme that mimics the 
effect of shifting the rider's weight — reminiscent 
Originally seen running on PlayStationa, the 
power of Xbox has added an attractive layer of 
visual detail to the sophisticated and intuitive 
handling of Climax's motorcycle engine, which 
seems to have been put to good use by THQ's 
acquisition of the MotoGP licence. It's not strictly 
comparable with Namco's franchise of the same 
name, though, given its emphasis on simulation 


of the sublime handling in Excitebike 64 
The game also boasts six different modes 
of piay, including a fourplayer splitscreen option, 
an arcade mode, and a career mode to gently 
introduce the gamer to the nuances of 


the handling scheme. 








Format: Xbox 

Publisher: Sega [distributed by Infogrames} 
Developer: Smilebit 

Origin: Japan 

Release 2002 
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Format: Xbox 
Publisher THQ 
Developer: MEX 
gin: UK 

Release: 2002 
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Gun Survivor 3: Dino 





Switching drastically from survival horror to survival action, 
Capcom's third Gun Survivor title swaps zombies for dinosaurs 


| aving presumably exhausted the possibilities of the Biohazard- 
=| | themed lightgun game, the Osaka-based publisher has 
|. ...1] focused its attention on another of its Tranchises in an effort to 


















shoot some innovation into an increasingly competitive genre 

The game utilises the same engine used to power Gun Survivor 2 
and, as such, graphical discrepancy (other than thematic) between 
these two is modest. Play mechanics are similar, too, and players ol 
GS2 - used to dictating their progress by pushing the arcade cabinet- 
mounted Uzi in the required direction - should find the same freedom of 
movement here. The G-con2 is used to negotiate levels and dispose of 
the prehistoric opposition, which include all the species found in the 
Dino Crisis games with some new additions, 

The dinosaurs' whereabouts are indicated 
on screen via an Allens-style pulse-based 
movement detector. Given thei size and 


agility, the idea is to keep your distance in 
order to spot them wrthout attracting their 
attention, before unloadina your ammunition 


into their tough-skinned hide in the desperate 


Anyone acquainted with Sega's The Los! World coin- 


xl 
hope that this wil stop ine resulting (man 
hope that tnis will stop the resulting (highly op will find this all rather familiar - although Capcom 
determined) charge. A daunting challenge 一 does promise to include gameplay-related features 
given that you don't have the luxury of = that should make direct comparisons inappropriate 
covering fire - Gun Survivor 3 55. pe 
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ce Channel 5 Part 











origin. Japan 


Relsase: Spring 2002 


sFollowing the fabulous Rez was never going to be easy, but UGA's 
Tetsuya Mizuguchi is confident Ulala can take care of herself 


ne assumes those who fantasise over Lara Croft have 
never laid pupils on the delicious Ulala. Aside fram being 





far more realistically proportioned, Space Channel 5's 
TV-reporter-come-heroine possesses considerably more character. 
Despitedpe occasionally gratuitous gusset shot, there's nothing 
reprehenible about UGA's creation, either - it's incredibly stylish 
and strikingly desirable. Sexy, not seedy 

The sequel naturally continues the rhythm action elements of its 
predecessor, but vanes the game dynamics slightly. No longer content 
with just dancing and shooting, Ulala now indulges in, among other 


pursuits, impressive drums-playing and a spot of karaoke (both 










sequences were demonstrated during a 


/5ቪሸ to Sega) 
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And before you ask, yes, Michael Jackson 
also makes a retum. Known as Space 
Michael in the garne, he plays the director of 
the TV station employing Ulala, and has a 
more significant role this time around. 

The subtleties of the improvements 
should only property reveal themselves 
through extended play. Until then, you'll just 
have to take Mizuguchi-san's prornise that 
SC5 Part 2 is "more crazy, more happy, 
more musical" at face value. 


Ulala can now play instruments and happily breaks 
into song as SC5 incorporates a more Broadway 
musical atmosphere into its funky MTV videa-style 
dance routines, Throughout the game you also get to 
collect items which you can then use ta change the 
character's appearance. The developer says this time 
around you can expect things to be "more dramatic" 
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Kingdom H 


Disney and Square create an RPG with cuteness and menace in equal measure 
— but the lack of innovation may dissatisfy all but the younger gamer 


ካር result of y the Square’ 5 HSI Wey ! SLANE first announced at 
last year's Playstation FOGUVEN, Kingdom Hearts totiows tne 
ambitious quest of Sora, Court Wizard Donald and Captain 





Goolty. They team up to rid the world of the evil Heartiess, morphing 


Villains out to usurp the Disney Kingdom and steal the hearts and souls 
of its inhabitants. In addition, both parties are looking for lost pals: Riku 
and Kain, who disappeared when a storm levelled Sora's home village, 
and King Mickey, who has been similarly spirited away. Time is running 
Out, though.. 
Cause, and there's nothing Its new allies would like more than the 
imminent destruction of Disney s courageous do-gooders. 
Character modelling and animation [5 
Superb throughout, of course, but Edge 
still feels the camera is a little too close to 


The enemy is recruiting classic Disney villains to its 


ihe protaaoni sts for comfort, with the narrow 


viewing angle annoyingly restrictive. The 
somewhat angular gaming environments 
lack detail, too. More worryingly, 
presentation we attended (as well as the 

Tee play time hat followed), Edge couldn't 
detect a singie ey nal dea m 


mechanics. Of course. none of this wi 


dunna ሸገር 
terms of play 


marier a jt to the younger audience al 
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Wizards 
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It's not just the aesthetic difference between the two 
appearing on the screen together - mixing the 
also looks odd. More importantly, however, is the 


realisation that the game seems intent on following a 
disappointing formulaic action adventure template 


Bits Studios' magical realtime strategy game demonstrates the flexibility of the GBA 
and provides an early challenger to Advance Wars in the handheld stakes 
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Wizards borrows elements from a range of 
games, but melds them into an intriguing 
whole. The game can be played at macro- or 
micro-levels, from managing from armies of 
hundreds, to controlling a single character 





urther testament to the flexibility of tne GBA hardware, and 
= | thus the diversity of its portfolio, appears in the shape of 
Wizards — an update of Bits Studios' GSC title, Wartocked. 
This colourful real-time strategy game combines Gauntlet graphics with 
Cannon Fodder combat sensibilities and Pikrnin-style puzzle elements. 
The player has to build and control an army of magical warriors with 
which to wage war across Talismania and nd it of an evil sorceress. In 
singleplayer story mode, opposing armies are artificially intelligent 





tacking and defending with due cunning, while four multiplayer 

options (Capture the Flag, Gladiators, Dominion and Wizzball) cater for 

and can be played with a single carindoe 
Thirty levels, sub-quests 
routes and endings provide plenty of replay 
value, and experience gained in the story mode 
can be used in the multiplayer games. Despite 
the apparent complexity, Bits Studios maintains 
that the control system olfers easy management 
of the on-screen hordes, while a training mode 
introduces players to the game mechanics. 

If Wizards does manage to squeeze all of 
the above into a GBA cartridge, then Nintendo's 
superb Advance Wars (3 out of 10, E104) might 
soon have some serious competition in 
the handheld strategy department 


up to four hurnan opponents, 


nius multiple 
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companies' characters that ensures these clash when 


individual styling of the various Disney representatives 











Format: PlayStation2 

Publisher. SCEE 

Deveoper Square/Disney 

ሆ Origin Japan 

se: Winter (Japan), Q1 2002 (UK) 











Format. Game Boy Advance 
— Publisher: TEC 
Developer: Bits Studios 
Origin UK 

Release: Q2 2002 





UM 
b "n 
“ IN E i 
n uo ካዖ" 








idi | n BAIONAN nmi iaa ra 











FE 人 
ee tee eee ee eee eee wie we. 


26% ዘ ኳ, "b. d UT 


። 
一 一 















和 
€", 8 P B P B P b P» s» S s» ዜዙ 


" »wwwstwY1 
sre $ d * " 6 5 


9 ህህቁህ፣ህ፣ህማግተ5ዩ565ና9።ህ።ናዥናህነካ 








038 » 4 





2፡1 ) gue i 


UT iB :1፤ |6፡| As በሌ. (1) 811ሀ1511፪815417 |. 1 











ሪል አበጩህሕው መጠ 
2 | He AER TH |" 
EMME Ge uel ዘክ mh fr A 


Inside... 
Sony Computer Entertainment 
Inc 


Forget joypads. The future of videogaming is 
microphones, DV cameras and obedient alsatians. 





Photography: SCEI 
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gamer doesn't like Sony Computer 
Entertainment. A real videogame player doesn't 
own a living room with a PlayStation in it. ል 
genuine electronic entertainment connoisseur 
would rather step away from the comforting 
security of virtual worlds altogether than face the 
thought of having to play the tidal wave of 
shallow, massmarket PS-branded software 
engulfing the world’s populace. 

A True Gamer needs to grow up. 

SCEI is a business. So are Sega, Microsoft 
and Nintendo (the latter, in particular, frequently 
reminds journalists of this very fact). Sony didn't 
enter the industry because of some 
uncontrollable philanthropic urge to spread the 
potential splendour of interactive digital pursuits 
to the masses. It did it to make money. 

No surprises there, then. The strategy 
included the targeting of a demographic group 
that until then had been quite cantent with just 
music and films, and in the process making a 
mockery of the niche market Sega and 
Nintendo had previously concentrated on. Of 
course, popularity has a price and the possibility 
of beautifully crafted software being ignored in 
favour of craftily marketed hideousness preying 
on the uninformed becomes increasingly real — 
the past two Christmas best sellers (Tomorrow 
Never Dies and Who Wants To Be A 
Millionaire?) painfully illustrate this. 

What is remarkable, however, is the 
continued opposition the company faces from 
within devoted gaming circles. Irrational 
accusations regularly fly, leading a casual 
observer to conclude SCEI must be responsible 
for bringing some terrible plaque into the 
videogaming community: 

it's one — admittedly skewed — view. True, 
too many PS titles consist of shockingly 
underdeveloped code clinging desperately to a 
licence. Too many are depressingly exploitative 
sequels. Too many are poor imitations. of 
depressingly exploitative sequels. But amidst 
this sea of greed oysters can be found and 
experienced gamers shouldn't have too much 


"030 > 


= pa poa E + 


„anm 


村 am 


Qu Alp EATE G F 9m —-—— A 


Yoakeno Mariko is remarkably silly and all the better 
for it. The game includes a senes of cliched movie 
moments (western, 805 horror, kung-fu, samurai, 
| m musical, sitcom) which you must sing along to as 
TUAE instructed by using the microphone set-up (left). 
HAITI Then just sit back and enjoy the show via the replay 
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without heritage but it's certainly been active in variety — ona nas you attempting to calm a 
its attempts at encouraging PS licansees to chair-tied scientist who has a vibration- 
broacen their development horizon by coming sensitive explosive device firmly strapped to 


up with more than just the standard diet of his quivering legs by ta kir ig him out of his 
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headset manufactured, predictably, by adventurous Seaman = and with each outing 


+ peripheral specialist ASCII, You play the concept becomes increasingly convincin 
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a detective (controlled via joypad) who faces a The action in Deka- Voice may seem a little 


vanety of precanous situations his cei-snaded erratic due to the nature of the technology 
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n this murky setting and it's your job to guide tearn feels 5 a comfortable amount. Due next 





your canine partner to the explosive device summer, the possibility of a five-language 
SCEA staff demo some of the latest ideas for before the detonator does its job system for European PAL release is currently 
exploiting the PS2's connectivity. Add a digital 
camera and the console can 'see' moving objects 
such as a red ball (top) and can then get the forward, jump, Stop, come here, sit, shake Another SCEI- 
onscreen character to track it accordingly. Or you hands, etc), but in this case getting it to smell a utilising title but 
can ‘catch’ a ball and throw it around the screen E 
with the flick of a wrist (above) while admiring one 

of several impressive realtime visual effects Saves MINGIESS walking around. YOU re also i Yoakeno Mariko, a highly 


You can issue simple commands (go being investigated. 





entertai ining = 


ons ur 


constant racio Communication with your Japan's love of Karaoke. As one of eight, highly 


colleagues back at the precinct whom you can stylised parodies of Hollywood stereotypes, 


< 040 





you must sing your way through themed nimic 
sequences. Though certainly entertaining , the 
real enjoyment then comes from watching a 
replay of the various scenes spliced together to 
form a coherent storyline suitably backed up by 
your dulcet tones (or not, as the case may Be) 
which have been Kindly recorded by the 


hardware. To really improve matters, the 


addition of a second microphone automatically 
reworks the differing musical stages into duets 
Unlike Deka-Vorice o Manko doesn't 





rely upon a voice recognition system Dut 
nstead focuses on timing, volume and tone 
So while your voice input has to match the 
phrase musically, you're not required to say the 
exact words — useful for anyone wishing to 
import the perfect Chnstmas family title after its 
December 6 domestic release 

Both of the above games are the obvious 


result of SCEI's continuing R&D programme, 


Surry qm. መ. መመ) qmm m => rur ገጻ ama ie 
some interesting concepts being investigated. 


y, ING connective በበጋ ነነ of tha 
company's 128bit console and the 
videogaming possibilities afforded by this are of 
particular interest to the department. The latter 
has recently been focusing its talent on 
Broadband Human Interface, thus convanientty 


Although Deka- Voice is 
played mostly in 
thirdperson perspective, 
you can switch over to 
firstparson at any time 
should you need to get a 
better view of your 
surroundings. The system 
is a little slow at present, 
but remains promising 


backing up Ken Kutaragi's vision of the 
machine's future (585 p42-3). The notion is 
reasonably straightforward - to come up with a 
way tor the player to interact with the action 


onscreen without the use of an Input device 
other than his/her own limbs, A camera on top 
of the TV set detects movement and 
subsequently applies the consequence of that 
movement to the various obects on screen. 
CEI representatives demonstrated this by 


rorcriry) € re) ያዘ ዘ በፍ ተግ Loy a + 
preparina Six gemo DOGS wiin a Vanety oi 


camera set-ups imostiy Web cam and DV 
screen allowed Users to rotate Inrougn tha 
various effects on offer (see captions) but 

by far the most intriguing was being able to 
‘grab’ a ball and bounce it around the screen. 
The system still has trouble coping with 
anything other than calm and considered 
hand actions but it's certainly an area that 
deserves attention. The moment the system 


can be successtully worked into a 


And that's not necessarily what you would 
expect from a company that, according to 
some individuals, is doing its best to kil 


of the world of electronic entertainment 
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A distinct visual style for a distinct game. Other 
stages in Deka-Voice include a car chase where 
you must communicate the appropriate directional 
changes to your partner and an escape from à 
building with the help of a helicopter, The release 
date is currently expected to be set for the summer 
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GE's president and CEO is convinced 
S the company has now elevated the 
PlayStation phenomenon from hobby to 
established culture. He sees PlayStation? 
currently produced at a monthly rate of 1.8 
million units = as the evolution in digital 
consumer electronics. In one of SCET'S 


conference rooms, in front of the European 


videogaminag press, he explains why. 
Press: Who do you see as the SCEI's 
strongest competitor? 

Ken Kutaragi: Within the game platform 
category, it will be Xbox and GameCube 


However, we see them as a stimulant to each 


other in that, like Playstation and PlayStation2Z, 


there is a common vision to enhance the 
development of computer entertainment. We 
actualy think that tor general consumers, 
mobile phones and the Internet could be a 
direct competitor as well as an ally that will 


provide us with great possibilines. 


Press: How do you see Xbox and GameCube"? 


KK: | believe they are cultivating the market 


" VAT 


trom their own field of expertise. Wilh 
GameCube, Nintendo started out by targeting 
the vounger market like N64. As for Xbox, 


Microsoft has made a PC-ike approach 





Aa I 


Press: What do you see PlayStation 2 bringing 
to videogaming? 

KK: Sony Computer Entertainment will expand 
Ihe market from a kids-focused toy market to a 
computer entertainment market that is widely 
accepted by a variety of users. PlayStation has 
heen accepted in more than 100 counties in 
the world and P352 is penetrating at an even 
faster pace. Supported by backward 
compatibility — an industry first — several 
hundred million people in the world are already 
enjoying the world of computer entertainrment 
Games have now grown to become one of the 


primary categones in home entertainment 


Press: [he introduction of 3D worlds and 
online play have revolutionised gaming. Where 
do you see the next step coming from’? 

KK: The next revolution will be broadband 
networking. Game software itself is realtime 
broadband content. Game consoles have an 
overwhelming calculating power compared to 
regular PCs. A few years ago, it was said that 
PGs would take over game console business 
but now even Microsoft has embarked on the 
game console business. In the future, we 
believe that TV monitors at home will be 
integrated with a progressive scanning monitor 


like big screen digital TVs and PCs. Broadband 


internet may take over not only 
Lei acommunmcations but Droacdcastir g abso 
Until now, the world of gaming was Innited to a 
Dar aged media and hardware environment 
With the broadband network, people from 
around the word wil be connected 24 houn a 
Gay. Gaming wil see no linutation arc will 


evolve ito a new form ot entertamment 


Press: When can players expect to be playing 
60 (:88181(፥ M aiv 
KK: In dapan, we've embarked on a held test 
to structure the network conmmmuncalion 
environment through P352. This test is being 
conducted by SCE and other developers. We 
see this tesi as an inm Stigation and 
establishment period ol the network technology 
environment. Ve are also working on the 
development of broadband network terminals 
it arcades with Namco and Seca. These will 
be the basis of the future network connection 
at home, The schedule will depend on each 
territory in accordance with the expansion ot 


broadband networks in each region 


Press: How optimistic are you for the future of 
the gaming industry’? 
KK: Wo beleve that the computer 


entertainment business wall Continue to grow 















We also beheve that a broadband network will 
create a new word of entertainment. It will be 
an issue for us if the expansion of broadband 
networking slows down with unfair competition 


Op 


due to goverment policy or a monopoly act 


Yet, we believe that the expansion of 


broadband networking wall nol be allected 


ance network Dusiness IS open and bordoaness 


Press: How do you currently view. you 
successor to the PS?" 
KK: In the broadhand network era. servers and 
router switchers wil be remorcecd. lf each 
NowSenod i connected va a broachand 
network, each individual val be able to acces: 
freely whenever and wherever. With this 
paradigm shift, cient terminals may not come 
in a case formal or include a storage media 

We think that the next generation plattorm 
should incorporate such a concept 

Press: What is your personal vision of 
videogaming’? 

KK: Content is culture and culture is diversa. | 
hope that many talented creators will share ou 
vision and join our plattorm. | expect that whole 
new fomns of entertainment will be created. | 
hope thal at the end, we become the 


bond between people all over the world 
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H ead of PlayStation product desean and 

| | 

| comporate identity eS On as Wel asi Mee 
art director of Value Design Studio Group al 
Sony's creative centre, Goto-san (bom in 1953) 
joined the electronics giant in 1977 after 
Graduating from Kanazawa College ot Art 
(Shigeru Miyamoto is a fellow alumnus). Here 


he takes a retrospectme book al the 


ethic benind SLES products. 


PlayStation 

As you know, when Sony Computer 
Entertainment started the PlayStation business 
Sony was not part of the game industry. The 
market leader then was by far Nintendo with 
the SNES. Since the Super Nintendo 
represented the standard from (he users’ 
understanding of videogaming hardware, Sony 
hac to Deak through with a new image. Up to 
Ins poni many Of The hardware providers Nac 
designed ther product targeting a younger 
age group — low teens, primarily — whereas our 
concept was to appeal to a broad audiente. 
We didn't want adults to be tumed away 


because me hardware didn't look "cool 


A P [i ምሮ ው jm = E i. ዝሙ 
AS A resull Ne ongina Piayotalon coesn 


have ihe OOk Of 4 tyorcal game console. ts a 
very simple yet cool design — you get used to n 


but it does not grow old. When planning it, the 





ONG aspect we considered very important was 
nat i had to be very Strong and Sane 50 Mai 


even wien children play with it — children can 


be rough with products = the hardware would 
resist being damaged. | approached this as a 
Soap box type of design — i's very steady, the 
er i5 round to refiect the shape of the dsc 
goe and the buttons have Deen cesaqned 50 
inal its easy for people to press and use nem. 
Ihe most important of the design concepts 
is actually the design of the controller pad. The 


team spent more than a year just designing the 


miner. Up until the release of the PlayStation 
hardware many of the users were used to 


seang lal controller pads. however, | 
concentrated on the gnp thal consumers 
would get by holding the controller. Also, 
because the games were about to evolve into 


4D | wanted to make suro the de HN CON 8581] 


matcnex] mies — we meretore nave a mere Ime 
E 
OMe Sa De Ol roe =] 


PlayStation2 

The onginal PlayStation was more of a game 
COnSoie content ohviausly to break into the 
industry and get the PS plationm known. As 
evolved into the PlayStation?, Ken Kutaragi 
Wes one of the people who speciically asced 


me to consider thal we were no longer looking 








at just game consoles. As you can see from the 


PS? we have today, it has a DVD playback 
function and it will, in the near future, have 
network connectivity. So Ken Kutaragi wanted 
the platform to show our wish to expand. 

| thought about this for quite some time 
and my solution to this was the Earth. The 
reason being that we are part of this world and 
as people we would like lo make products that 
Expand into the universe. | focused on the 
colours blue and black. Bius represents the 
Earth, meaning water or life, and the black 
segment represents the rest i if the universe. 

Ihe PSS hardware i Jeary evolved quie 
significantly trom the onginal Playstation 
plattorm. The contents are very condensed = 
simply because we're expanding in terms gi 
technological parionmnance does not mean we 
wanted to make the hardware huge. We 
wanted to keep it compact or, at least, make it 
look compact. That was one of the necessities 
in my mind. ‘You can see the PS? design 
consists of two boxes, if you like: the larger 
side and a smaller side. You could just do a 
simple one box design bul thal would look 
bulky —- we made it a two box design to give 
the impression thal it is smaller than it really is 

In order to positively convey the PS2's high 


perionmnance, | concentrated on keeping the 


design sharp. There are grooves in the design 
and these are for several reasons. Une is to 
hide the fact that the PS? console has a tray. Il 
you do not have these grooves you will see the 
disc tray will stand out significantly. Another ts 
to hide the connector segments of the console 
miuE-rr Those gowes, i's harder to 


recognise them than with a grooveless design 


PSone 


The main i 


consumes happy in terms of ther enyoymernt 


of the PlayStation platform. So the whole idea 


was for the PSone to be more compact and 
something that you Can Carry wherever you go 
We wanted to make sure the main design 
concept matched the orgmal so as to not 
confuse onginal PS users - so the cover, the 


button layout, everything iS very similar, 

| don't necessarily relate to Japanese 
tradition when | design products. However, | 
am aware, possibly because ol my genes 
[Goto-sar's father was a designer of kimonos] 
of the balance you see in the beauty ol 
Japanese products in general — in terms ot 
quality, design and tuncton. This is quite a 
Japanese approach and possibly because of 


my upbanging | have a keen eye on how 


designs are balanced and why it works 
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Requiem for a dream: 
The life and death of Dreamcast 


It was the first 128bit console. It offered out-of-the-box Internet 
access and boasted some of the most innovative games of the 
last five years. But did Dreamcast ever really stand a chance? 
Edge looks back at Sega's heroic failure 


| id Sega scupper Dreamcast's 

chances years before it was even 

launched? Quite possibly. In the 
earty "90s, the company announced that it 
would be delaying the Western release of the 
Satum so i could launch a series of Mega 
Drve add-ons. Although a failure in Japan, 
the 16bit console had been a huge success 
in the US and Europe, and Sega wanted to 
extend that market for as jong as possible. 
The plan was not a success. The Mega CD 
(1993) coupled a CD-ROM unit to the basic 
Mega Drive set-up, but all this led to was a 
glut of low-res FMV sequences and poor 
interactive movies, Later carne the 32x, 
this time intended to provide Western MD 
owners with a stepping stone into the 32bit 
age. But at £170 it was a step few were 
willing to take. 

Not only did this add-on policy prompt 
consumer contusion, It also alienated 
Western developers who didn't relish the 
prospect of drawing out a dying machine's 
market share. At the same time, Sony was 
actively courting the global development 
community with ils exciting new console. In 
December 1993, SCE bought earty PS-X dev 
kits to London and left the invited throng of 
industry pundits breathless. When the tech 
specs started circulating, Sega simply 
panicked, realising its Satur project was 
underpowered — particularly in the area of 
3D visuals, which Sony had rightly identified 
as a key means to attract an attention- 
deficient mass audience. 

At the last minute, Sega President 
Hayao Nakayama instructed Sega R&D to 
beef up Saturn, adding an extra SH-2 chip 


and graphics processor. It was too little, too 
late. The PlayStation boasted user-friendly 
dev kits complete with excellent graphics 
libraries and SDKs. Satum was a complex 
documentation, inaccessible to many 
fiedalina coders. Even Yu Suzuki admitted 
that only a handful of Sega programmers 
had the hardware hacking ability to get 

the best out of the machine. Most publishers 
just didn't have the patience and quickly 


Most publishers 

just didn't have the 
patience and quickly 
deserted the machine... 
Some, like EA, a huge ally of 
Sega during the 16bit era, 


deserted. Some, like EA, a huge ally of Sega 
during the 18bit era, never came back 

Yet, despite the setbacks, Sega's 
arrogance and complacency continued - 
even in its retal operations. "Sony's sales 
support is second-to-none," states ex- 
DC-UK writer and retailer Neil Randall. "It 
treats the Indies and Multiples fairly and will 
offer the accolade of ‘Approved Sony Centre 
to any store that turns over a high enough 
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ae committed every marketing folly 





he book to push Dreamcast, including 
በ8 jg a football team and projecting 
imagos onto the Houses of Parliament 








The early Japanese ads for Dreamcast made 


| ‘who later attended the launch of the console 





. 8 star out of Sega manager Yukawa Hidekazu, 


volume of PlayStation units each year. This 5 
rewarded by discounts for bulk ordering. plus 
an increased credit limit. Sega offers no such 
incentive. It's slow to recredit for faulty items, 
fails to provide price-protection when price 
drops come and is incredibly biased in favour 
of the Multiples. Many retailers gave up on 
Sega years ago." 

By the close of the "90s, Sega had a 
measly 3% share of the console market — its 
brand image lef in tatters by costly hardware 
mors and poor relationships with publishers 
and retailers. Unsurprisingly, the Sega name 
was conspicuous by its absence when the 
company revealed the Dreamcast desian. It 
wanted a clean break from the past. But 
while consumers puzzied over a Svan, 
retallers and publishers didn't forget Sega's 
past misdemeanours in a hurry 


The two-headed monster 
Dreamcast went though the mast complex 
gestation in console development history 
Pumours of a 128bit machine began seeping 
out of Japan in late 1996, and the first 
dutwously leaked technical specs followed 
soon afterwards in early 1997 , listing a 
Microsoft OS, modem, Hitachi SH-4 
processor and a Videologic Power VH 
graphics chipset- all of which was denied by 
sega. In March, however, Edge received 
word that the machine was now codenamed 
‘Black Belt’ and would actually be employing 
graphics technology designed by 3Dfx. 
Barely six months later, Bernie Stolar, 
then CEO of Sega America, rang 3Dfx to tel 


them the deal was off. Suddenly, Videologic 
was back in the frame and Saturn 2 had a 
new nickname: Dural. Than, all became 
clear: Sega was actually developing fwo 
versions of its 128bit Saturn sequel: one 
(‘Black Beit’) based in the US with a 3Dfx 
chipset, the other in Japan (Dural) with 
Videologic graphics hardware. Dural proved 
itself the more worthy system. 

To confuse people further, the project 
name was later changed to ‘Katana’ (via 
‘Dragon’ and, Edge has it on good authority, 
Guppy’), before branding company 
InterBrand was brought in to thinktank a 
proper moniker that everyone could agree 


on. After going through 5.000 alternatives, 
they came up with Dreamcast. 


Bad timing 

Drearncast premiered in Japan on November 
27, 1988; PlayStation 2 followed on March 4, 
2000. This gave Sega's machine just over 8 
year to stamp its authority on the videogame 
industry. Which, with Sony making 
extravagant claims for PS2 throughout the 
period (its major press releases offen 
coincided with key Dreamcast events), just 
wasn't enough. When Gary Penn, now of 
Denki, said, "It's hard 1o see the Dreamcast 
as anything other than a Milky Way: a snack 
to consume between PlayStations,” his 
comments were to prove painfully prescient 

Would an earlier launch have helped ? 
Probably not. Go back a year and PSone - 
which continued to outsell DC throughout its 
natural lifespan in Japan — was still ዘነ its 
confident middie age, selling units for fun, 
Alternatively, several insiders Edge spoke to 
claimed the whole situation might have bean 
different I| DC had gone head-to-head 
against Sony's black box. 

“Until PS2 finally launched, we all 
expected photo-realistic graphics,” said one 
source who wishes to remain anonymous. 
"When Sony finally shipped PS2 with Tekken 
and Ridge Racer, people finally started to 
realise just how good Dreamcast was. The 
inferior Dead or Alive 2 conversion ramrned 
this message home. It's easy to say this now, 
but a head-to-head launch against PS2 
might have been a lot different. Judged 


against each other a year ago, it's amazing 
how badly PS2 comes off on price, quantity 
and quality of software. Perhaps Dreamcast 
just couldn't compete against the ‘imagined’ 
power of PlayStation 2." 


Marketing madness 

The Dreamcast publicity machine started 
well. Betore the Japanese launch, a series 

of brilliant teaser ads were aired which 
featured company manager Yukawa 
Hidekazu being mocked by kids for the 
faiure of Satum. It was rare piece of seli- 
effacing wit from Sega, but also an important 
strategic move, enabling the company to 
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bilding a ‘brand z 
important than actually showing what it was 
capable of, both Sega America and Sega 
Europe commissioned coo! advertising 
agencies to create offbeat concept 
campaigns for the pre-launch marketing 
onslaught. In the US, ad firm Foote, Cone 
and Belding (who counted MTV and Levis 
among its previous clients) devised the 'It's 
thinking’ TV ads, in which disembodied 
voices whispered about some unseen 
technology as jump-cut footage of eyes and 
mouths strobed on screen. At the same time, 
magazine ads showed a bald male figure, his 
face contorted in pain, with 9.9.99 (the US 
launch date) tattooed on his forehead. 
Admittedly, the ads provoked discussion, 
but there was a problem — as Simon Cox, 
Launch Editor of America's official Dreamcast 
magazine was later told. “A high-level exec 
confessed to me that the '9.9.99' and ‘It's 





thinking’ campaigns did produce amazing 
awareness from the public in their New York 
test-market. As many as 45% of the people 
they spoke to in the demographic they aimed 
at had seen tha "9.9.99" ad and knew that 
‘Dreamcast’ was coming. But guess what? 
Hardly any of them knew what the fuck 
Dreamcast actually was!" 

This was by no means Sega of America's 
only marketing faux pas. Later, some bright 
spark working on a new print campaign, 
decided to represent the launch of 
Dreamcast as a storm approaching America, 
by PhotoShopping the cursive DC logo onto 
a standard weather map. Again, Cox points 








| 


Out a fatal flaw: "Most storm fronts already 
look like — yep — DC swirls, so Sega basiga 
spent a couple of hundred thousand dalai 
ID place a salallite picture ol some Cio ds My 
print mags across the country.” 4 

Meanwhile in Europe, the initial UK 
campaign proved to be not only obscure 


(barbers racing to shave heads, Kids » 


throwing stones at buoys) but also legally 
contentious. The ASA ruled that Sega's 

*up to six billions players" catchphrase had 
to De removed as the console cid not yel 
Support online gaming. As with America, 
there were also no In-game images — in fact, 
these didn't appear in TV advertising until 
56065 origina! agency was abandoned and a 
new outfit came up with the ads for Sega 
Bass fishing - several months after the 
machines launch, 

There were plenty of other promotional 
follies: Sega Europe famously sponsored 
Arsenal for many millions of pounds. The 
intention was to show European publishers 
ihat the company had money to spend and 
was serious about its latest videogaming 
venture. Unfortunately, no-one noticed: 
Arsene Wengers side went on to havea 
thoroughly mediocre domestic and European 





season, (Two other Sega-sponsored 
European teams, Sampdoria and St Etienne, 
gave similarly poor performances). 

"It was a strange move tor à hardware 
manufacturer to be associated with one 
particular club," commented a source at a 
major European pubésher. “Sega's am 
should have been to appeal to the general 
public as opposed to siding with one 
particular football club. The one thing | found 
especialy confusing was the fact that they 
had Dreamcast on one shirt and Sega on the 
other, This sent out a confused message and 
certainly diluted the impact. With hindsight 
I'm sure the large amount of money that was 
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The first European ads for Dreamcast attempted to emphasis the 'Iifestyle' appeal of the machine. Hence no screenshots and a Robbie Williams soundtrack 
1 


tied up in football sponsorship could have 
been put to better use." 

The one success Sega did enjoy was 
when it projected European stereotypes 
onto the Houses of Parliament during Euro 
2000, to publicise the launch of online 
game Chu Chu Rocket. !t was bold, it was 
confrontational, it was- at last — desperata. 
It's just a pity the TV ads were taken off 
air because the [TC thought therm capable of 
inciting racial hatred. 


Launch hell 

It's difficult to concelve of a more disaster- 
strewn global launch, In Japan, the premiere 
was delayed by just a week. but a shortace 
ot NEC graphics chips meant that fewer than 
expected units reached the shelves, 100,000 
machines were shifted on the first day, 
compared to 600,000 PS2s. The US launch 
was far more successful. It was on time 
(9.9.99) and the attendant hype — including 
most major game retallers opening al 
midnight — meant that 100,000 units 

were sold in the first few hours, netting an 
immediate $97m for Sega and surpassing 
the opening weekend gross of The Phantom 
Menace’. But this fortunate turn of events 





was io prove shortived. In Britain, the big 
day was delayed by a month because ol 
problems instigating the Intemet service. 
Even worse, the eventual launch of the 
machine in Austraka was marred by the 
complete absence of Sega games, browser 
discs, demo discs or peripherals. Eventually, 
distributor Ozisoft published a press release 
claming that its entire stock of Dreamcast 
games, shipped in a week earlier from 
Europe, was being held in customs as the 
crates were “insufficiently labelled. * 


Thirdparty blues 
It doesn't take a-genius to guess why so few 
publishers were wiling to support Dreamcast 
with significant (ie expensive) projects. The 
failure af the Saturn and the omnipotence of 
the PlayStation brand didn't bode well for the 
new machine. There were also concems 
about Sega's health — as Greg Zeschuk. 
Joint CEO al Bioware, points out: "| belewe 
that publishers were wary of Sega's ability to 
suppor the system with marketing and 
promotion — that's where the Dreamcast lost 
the battle, not on tha quality of the system." 
Gertainly, Sega was in visible financial 
difficulty. In 2000, the company posted multi- 


The near-subliminal advertising employed by Sega in the US was sometimes a little too subtle. The 
company's weather map ads (left) used a storm shaped like a DC logo... They look like that anyway! 








Sega Europe famously ， 
sponsored Arsenal. 

The intention was to show 
European publishers thatthe — . 
company was senous about በ5 if 
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Japanese ads managed to be cool and quirky vei |“ 
still contain screenshots. Sega Europe finally got 
the message with Sega Bass Fishing. Tors w JD 
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Even before the death of Dreamcast, Sega 
Japan was broadening its business into new 
areas. Hence its range of Internet cafés 


billion yen losses for the third consecutive 
year, thanks to the death of Saturn, a 
downturn in the coin-op market and the 
expense of researching and developing 
Dreamcast. The signs weren't good, and 
many publishers reacted by adopting a "wait 
and see' policy. For some, this meant 
ignornng the machine altogether, for others, 
it meant dipping their toes hesitantly into the 
water, either by buying Japanese games to 
distribute in Europe (Activision with Blue 
Stinger, Ubi Soft with Evolution) or by porting 
over PC games almost untouched (Eidos 
with Tomb Raider and Nomad Soul; Virgin 
with Resident Evil 2; Take 2 with GTA2, etc). 
Unfortunately, by the time publishers 
realised Dreamcast was an excellent 
machine that could perform against PS2 
(DC games dominated the Tokyo Game 
Show and 5:3 in 2000), it was too late. 
Ambitious conversion projects like Black & 
White, Half-Life and Colin McRae Rally faded 
away into nothing because consumers had 
already stopped buying the hardware — 
bored of wailing for new releases. |! was the 
classic case of a self-fulfilling prophecy. 
Once again, the sickly hand of Sega may 
have had a role in the hardware's demise. "In 
those early days, everyone wanted 
Dreamcast to work — especially the 
thirciparties.” claims UK ‘Official Dreamcast 
Editor Mark Higham. “They were pissed off 
with Sony — many publishers feit ike Sony 
nad them over a barrel - and Sega were 
the big white nope. Instead, Sega were 
squeezing thirdparties over margins 
while at the same time doing everything 
they could to push their own games.” 
However, Philip Oliver, MD of Blitz 
Games, believes there was never any 
intention among publishers to suppor the 


In 2000, both E3 (above) and the Tokyo Game 
Show were dominated by Dreamcast games. 
But too late to get the mass market on board 


system: "The big publishers were happy 
making loads of money from PlayStation and 
didn't want to dilute the market with another 
console when they were creaming in money 
from the most stable platform the Industry 
has ever seen.” 

Which was unfortunate, because when 
developers were given the chance to work 
with Dreamcast they generally found it a 
decent expenence. “il was a great machine 
to work for," confirms Pete Hawley al 
Lionhead, whose Black & White conversion 
was Canned when Sega pulied the plug on 
Dreamcast. “Some would argue that the 
libraries and dev tools were a little confusing, 
but generally it was a good machine to work 
on once you'd made that choice. Sega's 
thirdparty dev support was excellent, too, 

Zeschuk concurs: “We found it powerful 
and reasonably well documented. It had 
better graphics, sound and architecture than 
anything that came before it, and some of its 
features are still better than many of the 
current and upcoming consoles. If the winner 
of the console wars was based on ment, | 
believe the Dreamcast would still be around 
It truly was a wonderful system to work on." 


Online ambition 

From the start, Dreamcast's online 
capabilities were a key system component 
Sega watched the astonishing growth of the 
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"If the winner of the 
console wars was 
based on merit, ! believe 
the DC would still be acd 
We found it powerful and... 
well-documented... It truly was 
a wonderful machine to work on 


Internet throughout the "90s and became 
convinced that it represented the future of 
videogame entertainment. In fact, the idea 
for allying such hardware with the burgeoning 
virtual highway went back further, even to 
Defore Dreamcast 

But did Sega lay its bets on the wrong 
technology? Edge's Tokyo Correspondent, 
Christophe Kagotani, certainly thinks So: 
“The online stuff was coming too early. The 
market wasn't ready. People wanted 
somathing new and simple. DVD was one 
answer, and SCE! used it perfectly. At the 
same time, Sega wasn't able to explain to 
people that Dreamcast could offer great 
quality 3D. People still thought SCEI had 
the edge." A similar problem affected the 
Westem launches, where most of Sega's 
marketing went into pushing the online 
gaming aspect — which in the UK didn't 
emerge until over six months after launch. 

Tnis caused considerable headaches 
for the official magazine, as Higham points 
out: "In those early days it was all vary 
strange, because Sega wanted to proof 


The Dreamcast has been home to some of the most outlandish and 
enjoyable titles in recent memory. Here's Edge's top ten for the format 
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4. Phantasy Star Online (Sonic Team) 
፪ B imt rnultiplayer onne RPG for 
mal people. Enjoy it now while 


tna servers are stil ዛር RIP 


2. Samba de Amigo (Sonic Team) 
One of the most hilarious rhythm action 
games ever made. Make sure you also 
get tha maracas and dance mat 





3. Jet Set Radio (Smileabit) 
Cai-shaded graffiti brifiance from Sega 
At a tme when everyone alse 5 siavishihy 


5. F355 Challenge (AM2) 
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[58581 Yu Suzuki, Gorgeous visuals 


bese you trough the earning curve 
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attempting ultra visual realism, too probably never happen on PS2 
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every page. They knew they weren't going to 
get the online thing wortung in time for the 
launch, but they couldn't tell us. So we wrote 
long features about everything that 
Dreamcast could do, and then they came 
along on press day and pulled out all 
reterences to the online capabilities. They 
wouldn't tell us why, just that there were 
some concerns the online facilities wouldn't 
be up and running from day one, so they 
didn't want to risk bullding consumers’ 
expectations, No-one liked to mention 

the fact that the TV ads were talking about 
being able to play against six bilion players 
worldwide." in the meantime, users were left 
with slow, cumbersome Intemet access, 
supported by too few servers and no "BT 
Surflime'-styte budget options. 

Yet the games, when they finally arrived, 
were stunning. The online mode in NFL ጋ? 
attracted a dedicated following In the States, 
while in Europe Chu Chu Rocket provided a 
pure slice of pure 2D gamepiay heaven - 
Wacky, frenzied and, most importantly, free to 
Dream Arena subscribers. Then came Quake 
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Dreamcast boasted some interesting 
peripherals, including the VM unit, 
Seaman microphone and Webcam 


Ill and the must-have Phantasy Star Online - 
the imesistible multiplayer APG from Sonic 
Team. “Over 250,000 peopie were playing 
Phantasy Star Online in Japan," claims 
Famitsu DC Editor Koji Aizawa. "That's one 
ol the most successtul online games in the 
country. But it was too late for Dreamcast 
and Sega. Also, the calling cost in Japan is 
still expensive, That's a really big problem." 
It is Indeed, White Sega Europe claims 
that a third of Euro Dreamcast owners 
subscribed to Dream Arena at its height, 
Simon Cox reckons the online service only 
ever attracted around 1596 of DC owners 
in the States. Ultimately, the Dreamcast 
modem was a brave but underused 
experiment — one Sony didn't dare attempt 
with its ultra-conservative PS2. 


Innovation machine 

With Dreamcast, Sega introduced a wealth 
of new ideas both in terms of hardware and 
software. The VMU — part-memory card, 
part-portable game system which, when 
slotted into the joypad, became a part- 
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NM players) — was a great ር: 
| only exploited fully by a hanchi 





bulky angular styling, offered consid È 
analogue depth via its two triggers, and J 


was just big enough for chunky Wester 
hands. Unlike PlayStation? delivered g 
later, Dreamcast came with a modem 
four joypad ports as standard - a val 
money stance that obviously doesn' 877 
Interest Sony and its peripheral a 
manufacturine parte coc ciim -.---- 

The internal architecture stili stands 
Up to scrutiny today. According to John 
Metcalfe, VP of PowerVR Business 
Development at Imagination Technologies 
(formerty VideoLogic), “DC is very similar in 
performance to PS2, but | bedeve it offers 
two key benefits: it's much cheaper to 
make than a PS2, and it's relatively easy lo 
program. largely thanks to በህ architecture 
which enables the main memory to efficiently 
be used for texture storage, and hardware 
support for compressed textures, rather than 
የ522 5 small on-chip RAM. This meant that 
developers could achieve stunning visuals 
with much less effort than on a PS2. Other 
benefits include translucency sorting, which 
takes a big problem away from developers, 
and DC's ability to render at 640 x 480 
ርር ዝ42 and send the output to a TV after 
ficker-fitenng, which results in fewer jagdges 
than a PS2 640 x 240 BOHz field render 
Finally, DC also had superior support for the 
PAL 50Hz format." 

As for games, it was the innovative, 
original releases which became the Triple A 
titles, not the insipid licences and sequels. 
Sega studios, heavily influenced by Tokyo 
fashion and street culture, loaded the 
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The online version of NFL2K introduced 


American Dreamcast owners to multiplayer 
Internet gaming. Naturally, it rocked 





6. Virtua Tennis (AM3) 

Expert)y combines authenticity with 
immeckate playability. Lush visuals and 
loads of great one-player sub-challenges 





7. Skies of Arcadia (Overworks) 
Another fantastic APG from Sega. 50 


hours plus of non-linear gameplay set 
in an astonishing cloud kingdom 


B. Soul Calibur (Namco) 

The best ‘em up that could have made 
Dreamcast a household name — if oniy 
someone har put it in the TV ads... 


9. Shenmue (AM?) 


ever Created. Suptie 


Possibly the most ambitious VICO arra 
| ዘገ Geta! yai የሚማር mn 
scope: an axpenance more han à game 


10. Sonic Adventure (Sonic Team) 
Excmleont pel deso and Iatums vw 
out over the cod ] imei work Heer 


a VM handy tor Grag breackng 
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Ie Dreamcast home development scene is still 
ng and has yet to be eclipsed by PS2 activity 
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saftware catalogue with offbeat aural/visual 
experiences like Space Channel 5 and Jet 
Set Radio. Other Japanese developers got 
taken along for the nde — whoever saw 
SNK's manic rhythm action romp Cool Cool 
Toon coming? Even stock genres were 
twisted up and re-invented. The key driving 
games were the free-roamin' cabby sim 
Crazy Taxi and the scarily realistic F355 
Challenge with Its in-depth tutorials and 
coin-op/console interchange (via VM). One 
of the best beat 'em ups tumed out to be 
Capcom's Powerstona, a frantic, weapon- 
filled festa that completely redefined the term 
3D fighting gama. Of coursa, in a perverse 
way, this was all part of the problem. Try 
telling Sony's twentysomething, Carhaart- 
weanndg, games-session-after-the-pub 
mass audience that they should be shaking 
maracas rather than forking out for the 
latest FIFA title. 


The Resistance 

Still, there's littie doubt Sega enjoys the most 
dedicated and outspoken 'hardcore' 
following of any console manufacturer to 
date. Even before Dreamcast was released, 
there were dozens of Web sites dedicated to 
the machine, feeding off scraps of 
information drifting in from the East. But it 
was in the many forums and newsgroups 
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The Dreamcast version of DOAZ, arguably superior to the later PS2 port, showed many publishers just 
how strong Sega's console was. Unfortunately, many had already decided not to back the machine 


that Sega-supporters thrived, Some just 
bitterly and humourlessly attacked Sony, 

EA, Edge and anyone else they perceived 
as ‘anti-Sega’ - employing the language and 
reason of betuddied conspiracy theorists. 
But elsewhere the scene was self- 
depreciating, caustic and informed. 
Underneath the attacks on Sony, there 

was the knowledge that Sega's worst 
enemy was Sega itself. 

Capturing the heart of this critical 
Zaitgesst, at least in Europe, was UK 
Resistance -- a scurriious Sega 'news' page 
with a sense of humour that hovered uneasily 
between ‘Carry On' and ‘Private Eye’, It was 
here that Europe's Sega cognoscentl 
(gamers, magazine editors, Sega staff) 
gathered to discuss the burning issues of the 
day. And, according to the site's author, the 
key issues were... “The endless delays and 
comprehensively flawed Kudos system ot 
Metropolis Street Racer which made a 
mockery of what should've been Sega's killer 
app. Dead or Alive 2 looking markedly better 
on Dreamcast and being ignored in the face 
of the PS2 version, Everything on Drearncast 
being ignored in the face of PS2. Edge 
magazine seemingly giving Sega games 
purposefully iow marks. Oh, and the release 
of Phantasy Star Online, which filled all Web 
forums with endlessly dull PSO threads for a 
good six months." 

Beyond the forums, there was another 
more Creative community hard at work. 
Through the pioneering fiddiery of console 
hackers like the Hitmen, a Dreamcast home 
development scene fiourished with dedicated 
coders creating their own DC games, apps 
and APIs using homemade serial cables and 
serial boot discs. These are still active - 
check out: http;//mc.pp.se/dc/ and 
http://dodev. allusion. net/, 

So what is t that makes pro-Sega activity 
so prevalent on the Internet? UK Resistance 
has the answer: "Because Sega tans are 
losers. The Internet is where losers go. Can 





you put a winking smiley face after this 
sentence so they know I'm joking?" 


It's not too late 

Sega finally conceded defeat in January - 
and promptly stopped manufactunng 
Dreamcast. However, many specialist 
retailers are still stocking units, and there's 
currently an excellant 299 bundle which 
includes a VM unit, controller, Jet Set Radio, 
Virtua Fighter 3tb and Metropolis Street 
Racer. Watch out also for high street stores 
seling off their stock at bargain prices, and 
the usual online auction sites — where a DC 
should cost between £50-£150 depending 
on its games complement (although make 
sure they're original rather than pirated). 

The Dreamcast is sure to be 
remembered as a noble, yet doomed 
character. In terms of its commercial 
viability. it was dumped out of the ring 
some time ago. But for videogame fans | > 
across the world, its soul still bums. — "== 
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The legacy of Dreamcast, which freed Sega's | 
inhouse teams to pursue radical and stylish | 
ideas, lives on in the new multi-format agenda 
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Middleware: 
sinner 

Or 

Saviour? 


Technology has always driven computer game development forward, but 
the industry’s increasing use of middleware may be setting a worrying 
precedent. Wont games all end up the same? Edge investigates 


f you go Back ten years, the 
palette of technoloces necouinmed 


limited: an animation engine and a sprite 





to develop a game was fairly 


engine. Today the palette of technologies 
required to compete is large. That's why 
we ve had some success with 
RenderWare," says Adam Billyard, 
Criterion Technologies’ spiky-hairad 
director of fechnckogy. Some success! It 
was only a year ago that a similar interview 
for Edge took place at Criterion's 
Guildford HO. Back then, the compar 
WES tucked away in a nondescnpet office 


፪ 


Atih., from frst impes Ong ai easi 
OONE He an oid people 5 home 

Now Billyard and Criterion Software's 
present Devid Lau-Kee st in ther 
Doerdmom, around a conterence table of 
such gravity t could be used for Cabinet 
meetings. The old office remains, but the 


company has doubled in size and 


expanded into tne next-door space = a 
smart Gac ሚዝጩበ townnouse compiere 


with neat white pillars and a portico 


(Qutside. workmen are completing 


renovations. The smell of new paint and 
success is in the ar. By the end of 2001 
25 games deveropad using Crtenons 
technology wil have shipped, wat 
another 1OO-odd to follow next yea 


Middleware, once a dirty word, has fina 


come of aae — and Criterion is visiple 
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oncekan, rmidadiewarp & any 
technology a developer Duys ! 1 the 
gaps between the game designers idea 
and the programmers. expertise. But its 
gowna mmpoortance in the industry has 
prompted anany debate, particularly 
ና among critics, who see if as a creatie 


dumbing down of the worst order 
“Middleware is not as powerful as tools 


specitically created Tor an individua 
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is declining in importance. Gameplay is 





basic rendering engine, such as NOLS Netlmmerse, is priced af mound $250,000 depending on the level of 


ዝዛ TD ur | mall this, fot as yet these arem] truy crossplatiormm, because they do not support 





Lube Res! cheapskate ici east Crtenon's Rende Ware 3 enge, which 8 reputed tc 
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Timer: 0:24.816 


13716 
Lap: 1/3 
Pos: 3/4 
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No, Criterion's BurnOut may not be up to the standards of Gran Turismo 3 in the visual 
department, but the gameplay is just as captivating and the sensation of speed even greater 
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has up to now been the driving force for 


games - is d lining 


rising to take its place." For suct 

acolytes, middleware has become a new 

modus operandi for games development 
"Its not so long ago thal you saw 


Duet ports on tha Deck Of computer 
game boxes which said things ike, "Full 
dynamic texture-mapped Gouraud- 

shaded polygons ," Adam Billyard laughs. 
"Mo one in their nght mind would try and 
sell you a Game based on technology 
now. Some of the old school 


programmers will always code ther own 


enames. o1 course, Dut we ve oct to the 
oor Where £5 not about now màn 
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and HANK its because people got camed 
away with the technology." 
bs ed has always Deen an 
emotional issue for developers 
particularly those based in the UK, The 
limitations ininerent in creating games thal 


would fit on a cassette and run in 48K. of 


ait d BÉ m P a xmas ኳኳ... 
HAM meant that coding eon Decane 
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2111)፡1ዚ.ሎ. became የ ዚክ ርህ ርኒን mrooonoui me 
industry. Internally-developed game 


engines were given fancy names, while 


lead programmers found themselves in 


I 


your gams 


imporiance, iamepla 


charge of the development process. To 


be taken seriously, a developer was even 


— ምርመ አው መ=. መክ drum a i — ሰ 
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toos ሺ5 a mentality which has 


only recently started to recede. The 


feeling remains, however, that as with 


so with garne technology; those that can, 
do. Those that can't, use middleware. 

"In the type of games that wa 
produce, the quality of the gameplay 
expenence is directii proportional to the 
graphical performance," explans Steve 
Ellis, head of software at Free Radical 
Deson. “Quite simply. a lower frame-rate 
sults in a lower quality game. In order to 
achieve high performance, it's critical that 
your data structures are designed giving 
thought to how the data will be used by 
, Since there is no generic 
solution to this, middleware engines will 
never be able to offer the same level of 
periormance as a custom-built engine.” 

Julian Davis, tecnnmcal director at 


Kuu., concurs, "You can only aet ine best 


s 


results by customising your engine for the 
game you're trying to write," he says. "As 
an example, we have 8 custom terrain 
system on PlayStation2 which can draw 
over 30 million triangles a second. It has a 
texture manager designed specifically for 


it, which streams data from the DVD 





Titles as diverse as Rayman 2 and Pro Evolution 
Soccer used RenderWaras to great affect 


Give. A large part of the engine is bult 
around these capahlities. This system 
would probably never have been butt # 
Wwe were running on top of middleware 
n, 


Not because ሺ couidn 1 work with it, bul 
we would ve Deen less likely to have the 

expertise required and we might have 

found it easier to ao another route.” 

A differant viewpoint 5B proposed Dy 
Jeff Wofford, project lead on an as-yet 
announced game at Deep Red. "Way too 
many programmers | encounter are still 
ying to prove they can 55 as great as 

hn Carmack," he warns, "Frankly 
rendenng technology is = relatively 
Speaking =- a known problem.” Having 
Svatuated rendenng and physics engines 
£x use in Deep Red's Thunderbirds 
game Wofford feels that middleware 


ቭ reinventing the wheel, enabling them to 


Most of the tities | see that are using 


the technoioicai envelor ሚሽ x 
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Munch's Oddysee is looking stunning after 
receiving the Netlmmerse treatment 





technologees that make ther parbcular 
game sng. Let's face it, writing a owe 
rendering engine is just not that 
nieresting anynore— except, perhaps, 
to programmers who haven t Gone iE sx 
or eight times. But creahng a state-ot-the- 
art animation engine with exhaustive 
blending capabilities and inverse 
«inermatics. now that s interesting - 
‘(Games are driven by the use of 
technology,” says Criterion’s David 
Lau-Kee. "What matters is how you use 
technology, not who invented it, and | 
think developers are becoming much 
more aware of that. What the games 
market 18 looking for ts concepts that 
san appeal to the massmarket. This 5 
about the use of technology, not 
technology itself, Middieware provides a 
springboard: It's not the end of 


development; its the beginning." 


Engines ready 
One of the Delweather titles m thus ega ard 


Oddworld Inhabitants’ Munch's 


z 
m LX 2 


Oaa. The studio was set um by 


Special effects and computer animation 


NDL's Netimmerse is more popular in the 
States but ዘ is now gathering pace in the UK 


T ] -. B ሎ.- 
experience of game development. Whal 
in Sel eens Pus zm am ያ pe mm ሞም 

ney Gao eve (eT, WEES B VERO TON 


es they wanted to make. So 
when they decided to make the move 
into three dimensions for Munch's 
Odayses, there was never any question 
that Odcdwortd would buy in a middleware 
engine. Starting off with Epic's Unreal 
engine, Oddworld then switched tc 
NDLs Netimmerse 

"Oddworld is primarily an art-driven 
company," says NOLS president John 
Austin. "It's a great example of ይ 
company that created 2D games but 
Which needed to lever itself into the 3D 
word, Obviously, the game started out on 
PlayStation2, and then it was decided to 
make the switch to Xbox. One of the 
reasons Oddworld made that switch so 
QUICK and successfully was because It 
Dust on top er an engine that suppa 


both plattorms. Oddworld didn't have tc 


ኢፌ. 1. 


rip out platform-specific code in order to 


= 


E 
cows tnm Oma 
DO Mme game 
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"Artists like Lome Lanning and Gabe 


hve! am enter na the pantheon ol 


Gameplay, interactivity and character ir 
games, agrees Jef VVoflord. “H the game 
5 great, nobody cares how It got great. li 
Munch's Oddysee ships and is a great 
release, everyone will want to work for 
Oddworld inhabitants. It won't matter 
where the technology carne from. It 
frankly doesn't matter whether we think 


developing technology is macho or not, 


Adam Billyard 


director oi technology, 
Critérion ክር : 








Enabling independent development 


Minds Eye and Headfirst are two small UK developers relying on 
has the H. F. Lovecratt-inspired Call of Cthulhu and anime- 
favourite Battle of the Planets on the go, and is using the 

code. Milton Keynes-based Minds Eye is developing a Starsky 


Chris Gray, Heactirst 

"Nat onty did Netlmmearse provide us with a headstart on our project, it 
also enabled aasier porting to other platforms should it be required. We 
could have potentially developed our own 3D engine internally, but much 
of the functionality 55 already weil established and there seemed to be 
litte point in reinventing the wheel." 


Kevin Cook, Minds Eye 

"First, we wanted tà hit tha floor running. To write in-house rendernng and 
physics systems would have taken months of development and greatly 
delayed work on the gama. Second, at the tima, we had littia or no 
axperiance with the PlayStation? and Xbox. Having a renderer which ts 
already written for both these and the PC gave us a great headstart." 


Chris Gray, Headfirst 

“There were initial teething problems, but aur programming team are now 
wall-versed using Netirmmerse. Its well documented and the open 
source makes understanding the technology sxmificantiy easier, t's also 
fair to say that their engine nas improved dramatically over the years." 


Kevin Cook, Minds Eye 

“Both engines have surpassed my early expectations. For example, we 
put together a pile of cardboard boxes in a street, pass Havok the 
geometry describing the boxes’ shape and position, rotation, mass and 
friction. Then we can drive 8 car through them and Havok does 
everything for us." 


Chris Gray, “586727 

"Tha financial decision will obviously vary between companies, and 
the resources you can immediately access, i yau have several 
experienced low-level programmers then it would probahty make more 
sense to develop ነርቪ ላነ engine. In our. case it made mare sense To 
buy in the technology." 


Kevin Cook, Minds Eye 

"The RenderWare and Havok engines have had teams of people with 
vest experience developing them over a long period of time. It cen be 
quite difficult for smal developers to set aside teams of programmers for 
jong enough to create something as polished and stable” 


< 062 > 





Macho doesn't put bread on the table." 

Middleware can also help in times of 
crisis, as DMA Design, which used 
RenderWare for Grand Theft Auto 3, can 
testify. Although the first two GTA games 
were 2D, DMA had plenty af in-house 3D 
expertise to draw on, having released 
games such as Wild Metal Country and 
Body Harvest. But when most of the staff 
left, following Take Two's relocation of the 
studio from Dundes to Edinburgh, 
middleware was required to bring the 
team up to speed, 

Waiting 12 months for the 
development of a game engine and tools 
wasn't an option. As Adam Biltyard 
Soquently puts it, "Shit happens when 
you're developing computer games and 
anything you can do to reduce nsk and 
save time has got to be a good thing. We 
have a fluid industry and people move 
around. In a sensa, if a studios engine 
taam goes walkies, that's great for us." 


From the middle onwards 
Rather surprisingly, middleware’s 
acceptance within the industry has little to 
do with technology per se: It needs to be 
of a certain standard to be useful, of 
course, but its rapid takeup is more 
symptomatic of the new rules of game 
development, At this point in the games 
industry cycle, publishers view exclusive 
content as a broken flush. If Sony, 
Nintendo or Microsoft want to pay for a 
titie to be an exclusive, that's great, but 
publishers certainly don't rely on this. And 
with development budgets and timescale 
for triple-A games pushing the $2 million 
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BioGraphic's character engine plugs into 
Maya, while Airblade uses RenderWare 








Zoink's Core uses the versatile Virtools engine and is just one of many games being developed 
using off-the-peg technology. But will the widespread use of middleware encourage innovation? 


and 18 months barriers respectively, 
anything which reduces the uncertainty of 
development while increasing the number 
of Plationms it's possible to release 
product on becomes a ‘no-brainer, If a 
publisher doesn't want to release a title 
on more than two platforms, at the very 
least middleware provides a choice as to 
which of the two platfomns is delayed. 
"Some of tha big publishers are 
saying, 'Our team are a bight bunch and 


it took them 18 months to develop this 
engins, We're not doing that again.' They 
can create their own engines but it's not 
worth them doing ሺ,” says Adam Billyard. 
It's a fact underlined by the presence of 
heavyweights such as Konami, Midway 
and THO on Render Wares clients list. 
Even the likes of EA has quietly signed 
middieware deals. It's using Finnish 
technology vendor Hybrid's SurRender 
engine for C&C: Renegade, while there 
ara plenty of other developers and 
publishers who never publichy announce 
that their titles use middleware. 

The technology market continues to 
expand in this respect, with an enormous 
range of middleware on the production 
line. Disparate 'micdlle'-companies are 
already offering artificial intelligence, 
audio, 3D audio, physics, networking, 


cata management and protection, 
programming, 3D web engines, facial 
scanning and representation, font 
rendering. wireless connectivity, virtual 
Java and optimising visualisation tools for 
the disceming developer. Frankly, the 
range is becoming bewilderina. 

No matter what the arguments for 
and against, middieware is here to stay. 
What's now crucial i& whether developers 
and pubsishers will use it to focus on new 


creative approaches or to turn out 
licences and sequeis with terminal 
recularity. Evan as a supporter of 
rniddieware, Jef Wofford cautions 
developers that it will nave an enormous 
efect on them. “Middleware usage is 
becoming the rule, not the exception 一 
but l'm suggesting developers ease 
themselves into middleware. The more 
middleware you use, the more of an ator 
bomb it is in your company," he says. 
“Developers need to be preparing 
themselves for a fundamental adjustment 
in the way they think about development. 
Middleware changes your budgeting, 
your schedule, your featureset and your 
platiorm portability. That's what | mean 
when | say it's an atom bomb. We cannot 
underestimate rts impact to 
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A perfect ten 
Xbox scores a direct hit, first go 


t's called Testscreen Intro for a reason, but this month 
| perhaps it'd be better as a postscript. Presuming you haven't 
already, you have Edge's permission to skip ahead, and come 
back when you're done, Please. Edge insists. 

Edge's scoring system -- designed around the 
revolutionary principle that a game worth a six is above 
average, and shouldn't be instantly discarded - has always 
been a subiect of contention and pride. It's also a substantial 
part of the reason Edge is labelled a misanthrope, or à 
miserablist, or just misguided. Edge is none of those things 
One-hundred-and-four issues from the start, only Mario 64, 
Gran Turismo, and Ocarina of Time had scored that maximum 
ten. One-huncdred-and-five issues In, and there's another 

Edge always suspected Halo was going to be good, but 
good is a seven, and Halo is not a seven. It is the most 
consuming, overwhelming. coherent videogame Edge has 
played for years. The decision to dive It ten wasn't taken 
lightly, but swiftly proved inevitable. When a game comes 
along that warrants that mark, you know. It's electric; feels like 
so much more than the sum of its parts; takes your words 
away. You can just feel it. 

But, even without Halo, this is an exceptional month. So 
much so, in fact, that it seems slightly unfortunate, unfair. In 
a normal issue, any of Bez, Civ Ill, Pikmin, Jak and Daxter, 
Oddworld, or Project Gotham could have led the reviews 
section and competed for Edge's small amount of leisure 
time. But they've had their thunder stolen by Halo, and this 
isn't a normal issue. It's the best issue of reviews in Edga's 
history, No question. 

Rest assured, though, that the run of top marks in E105 
doesn't indicate a relaxing of Edge's review policy, or 

(necessarily) herald a constant stream af eights, nines, and 
tens in subsequent issues. Consistently marking lower than 
other magazines gives Edge somewhere to go when really 
astonishing games arrive for review. Next month. Metal Gear 
Solid 2, Rogue Leader, Return to Castle Wolfenstein and 
Dead Or Alive 3 are all scheduled to make an appearance, 
four titles whose importance to their host format is matched 
only by their hype and Edge's anticipation. It's an exciting 
time. For now, though, the Edge office rings out to 
singleplayer shrieks and multiplayer sulking, to Halo's human 
soundtrack. The postscript ends here. Edge hopes it's — | 
only the beginning. = 
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Publisher Microsoft 


Farmat- Xbox 


Developer Bungie 


Prce $50 (£40) 





The assault rifle fires rapidly, but lacks power and doesn't have a zoom function. The alien equivalent, the plasma rifle, is prone to overheating but seems 





substantially more powerful. Every weapon has advantages and disadvantages, and the player will find themselves using a varied selection throughout the game 





066 


ie he 
ሽ [ ሥ1 
|l A. | 


C. ynics smiled and shook ther heads; I 
was so logical, so Microsoft. Everyone 


Knows that there are strictly defined genres 
within gaming, that there are fans of each of 
those genres, and so, to please all of those 
fans - or at least to get them interested in 
your machine - you need to bring out a 
game in their genre. It's a sensible, checklist 
approach to the launch of a new consola. 
Put a tick in every box, and make sure you've 

got everyone's attention. And that was what 
Micre 350ft appeared to be doing 

It didn't really come as much surprise 


= 7 LL £ 1 
1 joining the fray 


when they snatched Halo, a game the FPS 
community had been hailing as if it were the 
second coming of Gordon Freeman, from the 
bleeding hearts of PC gamers and into their 
carefully balanced st 
intelligent play for the hearts of people who'd 
never considered console gaming, except 
then, of course, came the rumours of missed 
deadlines and a reduced feature set. Online 
play, a huge selling point on the PC was 
dropped completely. It was all going wrong. 


tarting line-up It was an 


Cynics smiled and shook their heads. So 
predictable. So Microsoft 
after forty 


SO iL anives. And hours of 


expletive-filied single-player immersion and 


countiess more in multiplayer, Edge is left 
with a problem. Not because of issues with 
the game, and only partially because it's 
difficult to find the words to do Bungie's ነ 
justice. The problem arises because you 


MOI 


Release: Out now (US) March 14 (UK) 
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Halo without talking about some 


make 1, and y ant 
talk about those moments without spoding it 
deserve to expenence them 
afresh, just like you did. It's the sort of game 
that demands you enthuse about the 
situations you've found yourself in, but you 
can't... "And what about the bil in level two, 
when..." — "And then when you get in the... 
— “And when you discover you can..." — "An 
when the enemies first..." You can't. 

So what can you talk about? Vell, you 


with the 


of the moments that m Ou ca 


for those who 


can discuss how Halo starts, player 


taking the role of Chief, a newly defrosted 
super-soidier on board a ship under attack 
from a wamng alien race. Induction takes a 
few minutes; thereafter, the action is 
reientiass 
subdivided into several captioned objective- 


based missions. Thernatically, the game's 


. There are ten chapters, each 


Previously in 877/875/897/፳99 
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Lighting, shadowing. and reflections are all 
handled beautifully, while tone and colour are 
substantially different to standard FPS greys 





roots are in standard sci-fi, in alien 

xenopnobia, tnumph and betrayal: one man 

against the odds. Except, for much of Halo's 
arr. 


aoc adventure, you re not alone 


You can talk about the single-player team 





play, Chief's travels around Halo's world bring 


Bigger enemies have shielding which crackles with evary hit. Once it's disabled, their behaviour state 
appears to alter. Some charge towards the player for mélée combat, while others flee in terror 


him into contact with pockets af marines, 


often under heavy enemy fire. if the player 


4 


manages to keep them alive, they'll ight wi 


if 
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Carnes some KING of weapon, every céad an assault በይ is significantly diferent tc You can talk about how the combat console route of save points, or even aping 


sniping a penmeter gunner and stealing his works. Chiefs status meter consists of a the PC's poisonous quicksave structure, 
turret, and sneaking round dispatching shield bar which starts recharging moments Halo features checkpoints before and after 
significant moments |ባ the game. Saving is 


sleeping allens with stealthy combat is after the player has stopped taking damage, 
- automatic, and goes almost unnoticed 


post-death reloading is also automatic, and 


Jifferent agair and six units of health, which don't. On any 


Vira ran dalle መተህ it The ጺባ የዝ -1 j / ievel hiemer than esaev standarni FPS x | "auct 
rou can talk about the weapons difficulty level higher than easy, standard FPS instantaneous. Because the position and 


balance: the Doom ethic that pervades the lose-combat reacton-test tactics will ta behaviour of enemies is differant on each 


genre, where the pistol i seauential lei the surmoundinas to prede cover Tor reload, the prescience that the ability to 
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throughout. Some players will prefer it to tantc, | always possesses some Measure 





everything else available, but they will be subtlety. There's a smarter way out than just 


Outside moments are placed in a frame of 
reference by the always-visible planet structure forced to change when they run out of joiming ma Tray. 
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Direct hits on enemy vehicles are often enough to send the drivers flying. If the vehicle isn't damaged too 
badly, it might be possible to steal it. In this case, following a double hit with a rocket launcher, it isn't 


You can talk, bnefly, about co-operative 
play. Player one draws the vehicle's fire, while 
player two picks off the pilot with the sniper 
rifle. Player one drains an enemy's shield with 
an alien pistol, allowina piaver two to flank 
and get a clean shot with the shotgun. Player 
one uses a grenade to scatter the opponents 
down a corridor and towards player twos 


rocket launcher. Tactics are planned and 
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iaunch game for any console, evel 
morovised, They arise from situat 
unimagined Dy the programmers or payers 


situations created by the game s spectacular 
artificial intelligence. 
You can talk about that Al. It's 


outstanding on the normal setting, but on the 
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everytning you expect a human player 
and if there's a single testament to its genius 
it's that it constantly creates situations similar 


to Half-Life's 5651 set-pieces. And then, on 





your second run through the game, those 
Suenos Will pe d teen Decause g en iyo 


Zoom functions on both the pistol and the 
sniper rifle provide centre-screen clarity 
combined with blurred peripheral vision Same Weapons and fire in exactly Ihe same 


€ 068 
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Parking the jeep by Al-controlled soldiers is enough to let them know you want them to get in. Each has 5 
visible health meter, and should the gunner fall to enemy fire, you'll be reduced to playing hit and run 
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define it. But the subt 
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That's the problem. You can talk around 
Halo a lot, but you can't talk specifics if you 
don't want to spoil it for those who want to 
experience it. And that should be everybody 
this is more than Edge expected, and exact 
what Microsoft needed. Tnis is not 
hyperbole: this is the most important launch 
game for any console, ever. It doesn't mean 
the XBox will succeed, but it does mean the 
if it fails, it will leave videogaming with one 


perfect, eloquentiy coded moment 


Edge rating: Ten out of fe 
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TRTA 
TNR NH ገ | Dropships provide additional infantry and heavy 
gunfire for both you and the enemy. Well thrown 
grenades can cause havoc when they land 
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Backing vocals 


While it's an oft-ovenooked feature in the 
first person shooter genns = now many 
times can you say how great the sniper rife 
sounds? Halo's sound effects bear further 
examination, The soundtrack | fantastic, 
but the real greatness comas from the 
sheer number of vocal effects used. Each 
marine has severa! tor each recognised 
action, so battles become a cacophony of 
panicked yells and victory cries 

It doesn't just give you an idea of 
what's going on. but it also adds to the 
feeling of involvemant: they praise good 
sniping, scream for downed comrades, and 


shout abuse at enemy corpses 


Enemy forces are often best fought by turning their own weapons against them. Gun turrets provide heavy 
fire, but render the player completely static and an easy target, particularly for deadly plasma grenades 
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Format: Xbox Publisher: Microsoft — Developer: Oddworld Inhabitants — Prica: $50 (£40) Release: Out now (US) March 14 (UK) 


he transition to next-gen systems for 

T stitch-lipped Abe was always going to be 

nore visible than most franchise heads 
፳ to Oddworld's 2D PlayStation 
aesthetic. Less obvious was the torturous 
route taken by Lorne Lanning and his crew to 
bring the three-dimensonal Mudoken to life, 
The decision to switch development at the 





last minute away from PlayStation? and on to 
Xbox may have been eased by a casn 
iniection from Microsoft, but it can’t have 
been pleasant 

Regardless, Abe's here, and this time 
he's accompanied by new cohort Munch, a 
one-legged piscine coward, and sole survivor 
af an unfortunately tasty race. Fate forces 
them to team up and rescue their unbom 
relatives from the evil Sligs by utilising their 
specific (and different) skills, Abe can lead 
and rd his fellow Mudokens, and, with the 
aid of the generously distributed Spooce 





(collectible fruit), psychically possess 
enemies. Muncn can swim, use remote 
controls to direct vehicles, and release and 
command imprisoned aggressive furballs, 
also captured by the Sligs, More abilities are 
revealed as the game progresses, and 

therein lies the structure: it's a puzzle game 
While co-ordination is important for the where the rules, and thus the solutions, 
more arcade-style sections, combat has à increase in complexity level by level, 


more thoughtful approach, with the Al ic 
doing much of the fighting for you 





Initially, control of the characters feels 
lightweight, and lacks subtlety. The camera, 
almost predictably, is often irritating. It's on 
rails much of the time, switching to a straight 





side on view for some of the more straight 
platiorming elements, but, while it can always 
be moved, control of it is via the D-pad, and players of Amped and Hala will have come to intelligence — simple things like returning fire 
since each character is controlled with tne expect, but it never impinges on the sense ol when under attack and so on — they turn out 
left analogue stick, switching the viewpoint reality, and only fractionally on the splendour. to be much, much stupider than cos 
means letting go set the controls for a minute The places Munch and Abe explore aren’! oft-vilified accomplice, Yorda. 
to reposition. There's a snap-to control, too, stunning, but suffice; still, if the environments But perhaps, if you were being kind, 
but it's the white face button, also awkwaraly are pleasant but unspectacular, then the you could say that that adds to the 
positioned for quick alterations. character design borders on genius. Abe and atmosphere. Lanning's team have produced 
The draw distance isn't as good a Munch are superbly realised, as are the a world that's utterty convincing, but not 
supporting cast. Surprisingly, the inter-level completely compelling. This is Sunday 
OGGI cut-scenes are delivered and produced afternoon gaming — play it for a couple of 
so well that they genuinely serve as a reward, hours every weekend, and it'll entertain for 
In fact, sometimes they're more entertaining what seems like forever; mainline it and 
than the game. becomes samay, sickening. Perhaps it'd be 
The problem is with the pacing. While Detter as አ ብ gaming, and as it stands 
different abilities and conceivable solutions it demands some discipline on the player's 
are brought | eyre introduced slowly, and ux some determination grind ied ihe 
the game can fee laborious. Puzzle game's duller passages. Still, it's a canny 
solutions, while rarely obscure, sometimes fall ለ on the part of ዋቹ and 
victim to control issues or the stupidity of while it never really surprises, it's solid 
Abe's Mudoken colleagues. Despite your enjoyable, and entertaining 
in-garne guide telling you not to worry, and 





Stone circles may provide help with new abilities, — 
but the guide rarely gives away puzzle solutions assuring you they | act with some degree of Edge rating; Seven out oF tef 
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This level seas two Mudokens stranded in the middle of a field of bombs. By employing some pure 
platforming action, Abe can make his way to the other side of the field, where he can detonate the 
bombs and race across to rescue his pals.The sequence is a fair glimpse of much of the game 


The CGI cut-scenes are produced so well that 
they genuinely serve as a reward. Sometimes 
they're more entertaining than the game 


Previously in ፳775/፳85/፳95 


Occasionally Abe must possess enemies in order to further the plot. Here, the Mudoken sends his 
thoughts to the inside of a brewery, where an evil landiord awaits to unwittingly donate all his cash 


The problem with puzzles 


Munch's Oddysee is defined by its puzzles, which, 
while complex in appearance, are simple in structure 
Really, it's just paper, scissors, stone — enemies kill Abe, 
but Abe's possession abilities kills enemies, Dut 
defensive orbs negate possession = played out on an 
epic scale. The trick is tracing the chain of problems 
back to its route, and (usually) the only solution. Take 
reference paints like Project Eden or The Lost Vikings or 
Head Over Heels, and colour them with the cute 
stylings and macabre humour that marks the first twa 


outings, and you're most of the way there. 





Amped 


Format Xbox — "ubisher Microsoft Developer In-house — Price 850 (E40) Reesse Out now (US) March 14 (UK) 





t's when the boarder makes the transition 
| from powder to ice that it really hits home 
Suddenly you can't cut into the surface 
sides = the sound of your board 

zratching across the ice, the sight of the 


board sipsadng without grip — but what 5 


| woe ፒ = ጫክ 1 ጅቹች: ግ ም ኳ 
Pally sinking i how it tees. Like a simulation, 


Out oF control, fighting against contours on 
instinct, and then you lose it, and your board 


The best indication of Microsoft's snowboarding 
success is that it's just so rewarding to simply 
play around on the stunning vistas 





and nder tumbles, and while you re cursing 


iw" ur run ፲፻፳7 231 ፪1 " rus ዮ< ጭም aa HU ቆ፦. atl Ea] 
your own inabity በ occurs to you: በ Tees 
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It feels so right, in fact, that the sensation 
of speed, and the feeling of triumph when 
you manage to stay on the board under 
outrageous circumstance, provoke the desire 
for an obyective a itie more intense than 
freeform loops and spins. This is slacker- 
chic's interpretation of adrenaline, but that 
goes with the temtory: it'd be churtish to 

curse the game for not being all-out racing, 
because Amped was never meant to be S5X 


in Xbox clothing. This 
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Ihe focus is an epic career mode, which 


| [ 4... sees the player moving up the world rankings 
' AMT E 
il ዘህ and boosting their character's stats with 





sparsely allocated skill points, gained E 
achieving points targets on runs. by Successfully jib off a tree - or fail, and just collide with it - and snow will gently rain down. Amped might 
= 3 look plain in screenshots, but the beauty is in the small details, and the way it portrays snowboard realism 


m መ er, 18 m E rium ova (mE rum = 
Smeenk] Soins and pumps out Of natura 
curves. The trick system is simple 


unspectacular, and easily mastered, allowing snowboarding kit Dy performing enough of a nstant, providing multiple pre-built boarders 
k, and the pro Tor the impatient powder junkies delectation. 
ዝጽ” enit Skill comes In judging the most productive challenges which involve following an But really, everyone should find 


easy railslides, spins, grabs, and tweaks. The specific type of a tric 


IM ene crai 人 route down each recreated mountain, in Al-controlled boarder's route and attempting something to devour somewhere In the 


ርን 1111 vou re abie tO pass wnatevet to out-perform them on every jump. Each expansive environments. The best indication 
ሟጮና C 2 um " : logi xr =E ብ “ርማ. e ኮሚ ው መ F በ leue. ewe ; pam. = jc j 
chasenge YOU re WOIRN or course amo nmmoes gom sentent, g gaimmg of Microsott'’s snowboarding success is that 


Some of each course's jumps hav snowmen for the more adventurous borders it's just so rewarding — so tactile, so 
rotating red media icons by them (which, to a to discover and destroy. While deviousty responsive - to cut down the mountainside 
small extent at least, 5 a shame; Its an unreal placed, they ji wide an incentive to explore with no set objective at all, to simply play 





ouch, and subtracts irom the world s am-piaste, and a ersion when ihe main around on the stunning vistas 
rnmersion), iliis ceota game gets too frustrating A satisfactory blend of realism anc 
photographer will add While the act of building up your entertainment is a difficult thing to achieve 
to the players media points total. ፤ they character appears something of a cnore al but Amped me ካሪ t5 TM comtortaDty 


exceed the target amount during a single irst, as the skill points to improve come Detween simu n purity and arcace 
run, they'll receve some media ሺ slowly and initially appear to nave little instinct. In essence tse a beau! fully 


which means a short Gilliam-inspired impact, progress is steady and rewarding. it's yi snow-powder sandbox, and 





animated sequence Cetaning her increasing a carefully balanced Career path, and as substantially more than the merely 
Viewfinder shots indicate that you're level of recognition another course unlocks or another pro falls solid’ title most were expecting 


tricking near a camera, and that points 
scored will go on your media total. Pre- —— ———— — n — 
race, a display screen shows your status mode, where players can unlock more QUICK start option, naturally, ፳ጨ much more rage rang Eight fte 


Other challenges include the sponsor there's a definite sense of achievement. The 
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Railsliding is as simple as pressing the B button, but boarders with low skill points will find it 
difficult to stay locked to the surface. Combining slides with jumps and grabs gets high scores 
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Pro Challenge (top) sees you beating another 
boarder trick for trick on your way down tha 
slopes. A sparkling green line indicates his path 


Soundscape 


Amped's extensive soundtrack contains 
over 150 songs, subdivided into musical 
genres. Each genre can be switched on or 
off at the options screen, affording boarders 
with a predilection for Emo or a hatred of 
Ska to tailor the audio to their liking. If that 
still isn't enough choice, the Xbox's bullt in 
MP3 ripper allows users to rip their own 
CDs to the machine's hard disk, and, ance 
stored, the songs can be employed at will. 
Cutting down mountainsides ta the Get Up 
Kids is one thing; sweeping across 
powdered snowscapes to ‘Fly Me To The 
Moon’ is quite another. 


ez 


Format: PlayStation? (version tested), Dreamcast Putisher SCEE/Sega Developer: United Game Artists Price: W6,800 (E38), 8,800 with Trance Vibrator unit (£49) 





T o describe Aez as an old school 3D 


shoot ‘am up is a bit like describing 
‘Romeo and Juliet’ as boy meets girl. It's 
essentially correct, but fundamentally missing 
the point. The underlying mechanics are 
indeed those that have been refined by the 
ikes of Space Hamer and Panzer Dragoon: 
defend yourself from wave after wave of 
attackers before the destruction of a boss 


Despite the familiarity of the mechanics, it’s a 
thrillingly revelatory experience; at once both 
intellectually edifying and viscerally entertaining 








LUIS E. 


From beginning to end, Rez is a game 
that s simply teeming with memorable set 
pieces, evoking a blistering sense of scale 
and 8 bewildering sense of involvement 





enables you to progress to the next stage 
But Rez is so much more than this. Tetsuya 
Mizuguchi's unique synaesthetic vision has 
engineered an artefact that exhibits a cultural 
relevance far beyond the ordinary confines of 
the videogame medium — yet which is also 
hugely enjoyable to play. 

Even judged by the well-wom SD shoot 
'em up formula, Rez is immaculate. Taking 
place inside an unspecified cyberspace, it's 
the player's task to break through a series of 
firewalls and save the central Al, Eden, from 
a virus. Consisting largely of five stages. the 
game boasts a targeting system that enables 
YOu iO IOCK onto MUUDES ac versarnes, a5 wel 
as an overdrive counter that, aitnough hrmited 
ዘገ number of uses, facilitates the destruction 
of everything on screen. 

Instead of lives, there are seven distinct 
phases of evolution, with each new mutation 

ctivated by collecting power-ups, Receive a 
ange nit, however, and you drop a step Gack 
down the evolutionary ladder. Every stage 
boasts varied attack pattems, a diverse 
range of foes and some of the most brillanthy 
conceived end-of-level bosses ever = from 
the lotus leat/combination lock fusion of the 
Mars Giga to the epic transformation of the 


Uranus Giga into a colossal, running mar 


Work of genius 

The real joy of Rez. though, 5 in its inimitable 
amaigamation of sound, vision, action and 
disembodied narrative. Despite the familiarity 
of the game mechanics, its a thrillingly 
revelatory experience; at once both 
intellectually edifying and viscerally 
entertaining. In its appreciation of 3D space 
and in the way themes of evolution and 
transcendence are intertwined with, and 
layered on top of, exhilarating abstract 
soundscapes, Fez is a work of genius. And 





Given the wilfully abstract gaming environment, the amount of peripheral ephemera might appear to be 
confusing, but to a generation well versed in negotiating a variety of videogame spaces, it's not a problem 


featuring exclusive tunes from the likes 
of Japanese combo Joujouka and 
trancemaster Ken Ishi, seamlessly integrated 
with the action, it's a collaborative effort, toa. 
Adam Freeland's ‘Fear’, in particular, provides 
5 harmoniously epic milieu for the final stage 
of the game, shortly before the HAL-like 
dentegration of the cormupted Eden which 
prefaces the endgame sequence 
Quite apart from the evident artistry that 

has gone into the making of this game, the 
developer has also put an enormous effort 
into making sure that it's as comprehensive 
as it is beautiful. Thanks to a finely balanced 
suite of unlockable extras, the game rewards 
repeated and varied play. Trance modes, and 

ravelling modes are the digital equivalent ol 
a chill-out room, enabling you to play the 
game with impunity, while a Score Attack 


mode rewards extravagant risks with high 


scoring combo multipliers and a consequent 
adrenaline rush 

it's a shame that the Dreamcast version 
seems slightly sluggish compared to the 
PlayStation2 incarnation, but really the 
differences between the two are cosmetic 
indeed, it's tempting to think that were he 
alive today, and given a suitable intellectual 
Cimate, Kandinsky, to whom the game 5 
dedicated, would have been proud to have 
worked on either version. Certainly, one of 
the defining achievemants of Rez is that 
although it is a creation with a demonstrable 
cultural significance, it draws lovingly and 
resolutely from the videogame canon 

Proof, then that videogames are art? 
Perhaps. A staggeringly enjoyable 
experience? Certainly 


Edge rating: Nine out of ter 


Release: Out now (Japan), January 25 2002 (UK) Previously m EtTOO 
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Metamorphosing end-of-level bosses, evalving 
soundscapes, increasingly solid environments, 
and an onscreen protagonist that gradually 
transforms into pure energy. Evolution and 
transcendence are at the heart of Rez 
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Pitching DualShock's rumble capacity into 
tne auditory and visual mélange proves 
hugely successful in immersing players of 
Rez into a suitably trance-like state, But just 
to make sure, Japanese gamers will be able 
to buy a copy of the game bundied with 
ASCII's Trance Vibrator unit, which boasts 
three to four times the vibrational power of 
the standard PlayStation? controller. It 
remains to be seen whether European 
gamers will also be able to get ther hands 
on the device, which Mizuguchi-san sees 
as a compensation for the lack of thumping 
bass in domestic environments 


Rez contains a host of extra modes to unlock, including a variety of satisfyingly lurid colour 
schemes (above) and even a little something for dedicated fans of UGA's earlier works (left) 
grs 


This monolithic cardboard box (above) is too 
much for the marooned astronaut, but ten 


Pikmin are enough to slide it out of the way. The 


final area (left) is full of hazards, including 
flaming geysers and some very nasty creatures 





Pikmin can feast on sap produced from 
grass stalks, enabling them to mature and 
sprout petals. These Pikmin are stronger 
and faster than the normal ‘leafy’ Pikmin 


Pikmin 


Format: GameCube Publisher: Nintendo — Develope- In-house — Price: ሄሃ8,800 (£38) Release; Out now (Japan) December 3 (US) 


m escribed by one casual observer as 
D simply "barking", Shigeru Miyamoto's 
latest tour de force is, indeed, a litte on the 
esoteric side. Having crash-landed on a 
familiar yet decidedly alien world, the game's 
tiny hero is tasked with locating the 30 
scattered pieces of his crippled ship before 
continuing on his journey, However, the 
diminutive astronaut isn't big enough to 
remove obstacles or carry the ship parts, and 
so has to rely on the assistance of Pikmin, 
bizarre bipedal vegetable characters only too 
happy to to do the spaceman's bidding. 

Having located the first red Pikmin ship, a 

single Pikmin creature is eiected which 
rapidly grows to maturity. Once plucked from 
the ground, it can be used to cut down 
flowers and then carry the resultant ‘puck’ 
back to the Pikmin vessel-ourm-dispenser. 
The puck is beamed on board, and two new 


Pikmin is undoubtedly suffused with that old 
Miyamoto magic but, although addictive, it 


leaves one feeling oddly underwhelmed 
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Pikmin are produced which can then be used 
to cut more flowers to generate more Pikmin, 
and so on. 

Once the two other craft have been 
located, your army of followers expands to 
include yellow and blue Pikmin. The yellow 
ones are able to throw bombs which are 
"laid" by ghostly flying insectoids, while the 
blue are immune to the perils of water. 

And so the astronaut's quest is split 
between the three Pikmin types, using 
yellows to destroy solid walls, blues to 
traverse ponds and reds as your workaday 
grunts. But Pikmin are even more adept 
than that when put to task they're able to 
move boxes, extend branches, and — when 
employed en masse — dispatch the larger 
inhabitants of this curiously rustic landscape, 
the carcasses of which yield greater numbers 
of Pikmin. 

Like Fopulous and its lik, managing your 
massed Pikmin (you can have up to 100 in 
action at any one time) is where much of the 
empowered enjoyment les. As Steven 
Poole puts it this issue, "God games create 
their own overarching pseucio-narrative 
entirely out of the gradual acquisition and 





proper dispensation of power." Indeed. 

Having minions to do your bidding has its 
own potent appeal; but conversely, 
controlling so many of them at once can als 
prove to be a chore. When crossing a narrow 
walkway, or trying to move up a ramp, you'll 
often lose Pikmin over the edge, or get them 
stuck in nooks and crannies. Later on, flying 
creatures come to carry them away or blow 
ther into the ground, whereupon you have 
to break off your mission in order to exhume 
the little fellows. 

Pikmin is ostensibly a puzzle game, in 
that rebuilding your spaceship isn't just a 
case of locating sections and carmying them 
home. Often you'll need to destroy obstacles, 
construct bridges and defeat large creatures 
which have inadvertently swallowed the 
parts. Ultimately, successful retrieval of the 
hardware relies on the correct deployment of 
all three Pikmin species. In actuality, none of 
the puzzles are that tricky, and most of them 
can ba overcome by, literally, throwing Pikmin 
at the problem. Success is predicated on the 
adage of safety — and strength = in numbers. 

Graphically, Pikmin is quite splendid, with 
exquisitely textured and lit landscapes and 







utterly realistic water. Even when you have 
100 semi-inteligent Pikmin scurrying around, 
there's never a hint of slowdown or glitching 


The only real downside is that the quest 5 


Snort and, baning a lew cast-iron enemies, 
surprisingly easy: a coupe OF evemngs Nard 
piay should see it off, and while it's an 
enyoyabe expenence, repaying Ine same 
lour areas doesn t hold enormous appeal 

Pon 5 undoubtedly suffused with that 
oid Miyamoto magic but, although addictive 
it leaves one feeling oddly underwhelmed. Its 
a beautiful and engrossing game, but has the 
feel of a technical derno writ large. The game 
is played out at the same languid pace, and 
lacks a sense of drama. Having said thal, a 
larger, more vaned Pikmin 2 would 


certainty be most welcome 


Edge rati E] Seven out of ten 
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Camera obscura 


Pikmin provides three levels of camera 
zoom (imn normal and overhead views), and 
you can lock the camera To an over-tne- 
shoulder viewpoint. But to pan around the 
scena, you need to then move the 
astronaut, which proves irksome, Arguably 
the option to have a treely rotating camera 
Operated independently would have been 
preferable, given the complexity of the 
landscape and your often restricted view 
of the action 





The brief - and unusually poor - intro sequence, shows our spaceman hero colliding with an asteroid and 
plummeting planetwards. The ship is broken into 30 pieces which must 58 retrieved and beamed aboard 


OTT 


Civilization III 


Fornat; PC Publisher Infogrames — Develooer. Firaxis Price: £30 Release: Out now 
ew titles bring along as much anticipatory BN A ሞጫ 
baggage as Civilization IIl. Travelling light pt a J a 5 " M | ዞ/ | ሆ 

or inconspicuously with the name Sid Meter bu "I M ! i | 
emblazoned on your passport is hard it vi te E | Ht ቭ Pug: M 
enough at the best of times but when the l | TR 
trip undertaken is a third visit to the Holy 
Land of turn-based strategy gaming then the i ha. ^ d Í en 
air of anxiety and expectation is so potent it | : V አዴ n / ደስ cM d pine. 
can agitate sniffer dogs and trigger airport 3, LU ሐል አዎ ኒ: 
metal detectors. 

Thankfully it's high hopes rather than 
corrosive fears that have been realised in this 
eagerly-awaited addition to a ten-year-old 
dynasty, Revisions wrought with delicacy and 
dynamism leave no element untouched 
compounding existing complexity without 
ever compromising balance or bonhomie. 
The tensions between exploration, scientific 
endeavour, economic management, military 
conquest, and diplomacy were always 
engrossing but with the inclusion of a new 
cultural dimension in decision-making they 
assume levels of transcendent subtlety, 

Cities now exude culture in the same way 
that they generate tax revenue, food stocks, 








and production shields. Tne factones and ወ... T " " " E. 

field systems of this output are urban iy | ny HET i e = ANT "n ihe "n inn 

improvements like temples, cathedrals, and "n “ተጠ. | p li be THA ዘ ዘ. n | 7 

coliseums along with the prestigious | fi HUW p" ym Hh FETA Uii 1 EX 
GRY Plcemante ore rarely. simple: Few Wonders of the World such as the Sistine ዘ < "i id Y i hy " T TR ; 
settlements are naturally equipped to 3 E Ulli i i Wl [| | | 
serve as military outposts, industrial Chapel and the Globe Theatre, A cultural ] Wi [| / || [ዘ Wu Mo d 
powerhouses, and cultural centres Constantinople on the border of a Philistine 22 ii Pi 

power may actually seduce arts-starved | (ለ ዘዘ Hse j 


settlements into switching allegiance 


In a commercial climate where complexity is 
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almost a dirty word Civilization // is a lesson in == i SEO | 
: T : ' Pollution is a constant headache during the industrial and modern eras. If left unchecked it can lead 
In teg rity ancd st uc ied self- Im Drove ment to global warming and consequent desertification 
allowing, for the first time, those players of a Sharpened geography generation shoulders of Al opponents. The burden is 
more passive persuasion an alternative to the routines create more credible continents borne largely without complaint as leaders of 
spear and the stealth bomber. across which are scattered tha new up to eight different civs pursue their own 
In practice, however peace-loving a tradeable strategic and luxury resources. thoroughly plausible strategic agendas 
potentate there will be times when turning These lend added focus to tertorial according to personality traits or ethnic 
the other cheek only achieves corresponding acquisition and inject interest into trade and characteristics. Diplomatic interaction 
fractures. In these instances a rigorously international relations. Access to resources between sentient and silicon has its own 
rationalised combat system incorporating like oil and aluminium is now, along with entertaining yet impeccable rationality. Peace 
new civilisation-specific military specialists scientific advance, a prerequisite for the treaties, military alliances, trade embargoes, 
takes centre-stage. Although zones of construction of the majonty of the 60+ unit rights of passage, maps, scientific advances, 
control around units have sensibly been types. By strengthening Civilization M'S Cities... almost all possessions can be slid 
eliminated, combat stats simplified, and historical logic and extending the across the negotiating table. The suspicious, 
opportunity fire and autornatic retreat intardependencies between existing snide, or sycophantic banter that 
enabled, it's the inclusion of bombardment elements Firaxis has thickened the soup accompanies such political proceedings 
and the overhaul of the mechanics of aerial without recourse to bland carbohydrates. consummates the illusion. 
warfare that represent the most significant A present lack of multiplayer capability Throughout the electronic arts cerebral 
battlefield breakthroughs. places an onerous responsibility on the charisma all too rarely shares a package with 
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The threat of nuclear conflict hangs over the 
later phases of many games. Developing SDI 
provides limited protection from ICBMs 





skin-deep spit-and-polish. Civilization iil, 
despite some imaginative unit animation is no 
exception, For a title that celebrates 
progress, the primitive view options, fuzzy 
terrain textures and under-exploited aerial 
views, seem somewhat retrograde. However 
the cerebral aspects are paramount and even 
those exposed to Civilization for the first time 
are blessed with a belt-and-braces interface, 
and an online 'Civilopedia' that answers all 
but the most obvious encuiries. Keeping abreast of intricate international relations is surprisingly easy. A foreign advisor helpfully sufficiently large slice of serendipity in the 
In a prevailing commercial climate where reminds players if a petitioner has double-crossed them in the past equation to produce the occasional feat of 
complexity is almost a dirty word Civilization giant-Kiling. Trusting in superior weaponry 


. especially in urban assaults is particularly 
ll is a lesson in intellectual integrity t 3 i 
2 ዝን ጽን ብኝ ን ! E imprudent. However primitive the 





Outrageous fortune 


Aisinchronous technological progr progress 
means it's not uncommon to see 
swordsmen squaring up to machine-gun- 
toting paratroopers and tanks tangling with 
chariots on the Cévilization II! battiefield. 
Although mélée mechanics naturally favour 
the smart bamb over the scimitar there is à 


and studied self-improvement. =- defending garrison, a softening artillery or 
l a ውና ው “ር ፍር ፡፡ aenal bombardment is now a sensible 
Edge rating: Nine out of ten prelude to a city attack. 
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Format PlayStation2 Publisher SCEA [Developer Naughty Dog Price: E40 12256: December 11 


Do its less-than-stellar heritage, the 
despicable name and the suffocating 


hype, Naughty Doa has managed to deliver 

a quite stunning PS2 platform adventure. Jak 
And Daxter unashamedly pillages inspiration 
from the platforming canon, but doas so with 
such élan. and wraps it all up with such visual 
splendour, you've no option but to foraive the 
developer's brazen intellectual thievery. 

Jak and his sidekick partner Daxter 
embark on a quest that redefines the term 
‘sprawling. With echoes of Zerda 645 Hyrule 
field, the horizon contains clues as to your 
eventual destination, be it a distant, mist- 
cloaked isiand or the tip of an ancient 
undersea temple... Movement between 
areas isn't entirely seamless, granted, but at 
east disc access 5 Kept to a minimum. 

The game structure is now fainy de 
rigueur tor platform adventures: a quaint 
coastal village acts as your base, and once 
distant areas have been unlocked, vou can 
rnove freely to and fro using transporters. In 
each zone, the duo have to acauire power 
cells (the Baryo-Kazooie equivalent of Jiggys) 
to help solve puzzles, while bronze 
‘Precursor Orbs’ (the D-K 64 equivalent of 
bananas) can be collected and traded for 
vanous favours. Chests and cases reveal 
energy and other useful collectables, which 
are tallied, per area, on the inventory screen. 
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Each new region 5 punctuated bya fresh set 


of tasks and mini-games, comprising 





reaction tests, Zelda-style mini-quests or the 
adroit use of Jak's hover-bike. Naturally, Although Daxter takes full billing on the title screen, in play he's little more than a graphical novelty, with 
A fe ው ወና አ በሰ ተ tt only Jak directly controllable. Perhaps there's an opportunity for independent play in Jak And Daxter 27 
& free to allocate your own time to the 


dott in hand: should you tire of one 





The real focus of the game is the 
collection of power cells (top), which area, simply backtrack to complete another However, a key element in the enjoyment draw distance is vast; noon turns to midnight 
serve to activate devices and unlock task elsewhere. of Jak And Daxter is its visual grandeur. The through the daily spectrum of colours; and 


y Spec 


further areas of the gameworld e Mee ce ር e | NL 1. P 
It would be easy Tor a cynical discounting game is stunninaly beautiful, evoking surprise barring a few scenes where the 3D engine 


and wonder at every turn, whether you're attempts to render an insana amount of 


CS, ኣ/ o8 iidem 1 Aaya \nohar 一 ra hator standing atop a towenng brass powerstation detail, the games runs fluidly. On top of this 

SUR Bele: A በ ውው CV መባሉ ሉው ሰ oem En or simply turning a corner, only to be there's the usual array of particle effects, 

Standard Dearer espec allv W h th z suddenly faced with an unexpected smoke, fog, reflection mapping... Sony 

mass-mal | Fenr [^ DI | cnrec li ግበገበርገ l^ rae sweeping vista. And while it's true that couldn't have wished for a better standard 
oe 31 ILI. -4 OH ፍሎ : 


UU graphics do not a game make, here they bearer, especially with the mass-market 
play a vital role In generating a convincing, shopping spree looming large 

of Jak And Daxter, but as with the sour-faced consistent environment, and as a constant There is some regret that Jak And Daxter 
adult in Disneyworld, who by the sd af the drive to progress and see more of this doesn't contain more innovation, but like a 
day Is singing along to ‘It's ል Small World lavish gameworld bulging Pick 'n' Mix bag, theres something 
and wearing a daft Mickey Mouse hat, While there are some who would here to please everyone. It may be the 
Jak And Daxter wins ' you over with its sheer bemoan the abilities of PS2 in the face of bastard child of Mano, zelda, Banjo KazooB 
enthusiasm and an expansive gameworld to hardware from Nintendo and Microsoft, and Crash Bandicoot, but it's surely 
explore. ‘Yes, it's denvative, but it's also Nauanty Dog have managed to draw some the most accomplished of mongrels 

classically playable in much the same way as amazing technical feats from Sony's silicon. - = 
the various games it pays homage to Heat haze hovers above flaming torches: cage rang: Eight out or ten 


m: 


Prendaualy in Esa 


aM TH 


(rs እ, T 81 d ELM 


1 "m if LL 


MILL 本 | ] | ለ." 
bee በር] T 
m Wd 


ሳላ Le lbs "1 


Jak And Daxter is not short on variety, The game takes many twists and turns along the way, 
ushering in all manner af locations, mini-games, play styles and characters 
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Amusement vision 


The quality of Jak And Daxter's intro sequence and cut- 
scenes is exceptional. The animation is full of attitude and 
— à; — ! personality, and the voice-overs perfectly complement the 


Think of an aspect of platform or adventure games, and there's a chance it'll crop up in Jak And Daxter, From Donkey characters. Not only that, but the scenes are well-edited, 
Kong-style log-jumping to minecart rides to lava worlds, the full gamut of platforming clichés is in glorious abundance informative, funny - and mercifully succinct 





Project Gotham Racing 


Format: Xbox Publisher: Microsoft Developer. Bizarre Creations Prce: $50 (£40) Heiesse: Qut now (US) March 14 (UK) Previously in E99 


| n the word of politics the term focus group 
| has become a dirty word, but the many 
criticisms of Metropolis Street Racer — 
gathered by Microsoft and Bizarre Creations 
from consumers — have done Project 
Gotham Racing a great deal of good, Gone is 
the stultihiing structure and copious menus, 
replaced now by a healthy emphasis on 
immediate and rewarding progression. 

Early races acclimatise drivers to the 
handling and vigorous handbraking 
manoeuvres with apiomb, while later 
challenges draw on every ounce of 

knowledge to complete the very demanding 


የለ አን circuits. Riding the learning curve is as 
INO SKIES Sut ar Shay Sog eri ra Ere P ML is 
M satisfying as the pleasure derived from 
PY j ሬር ; * m 
ciis i uniocking vehicles as delicious as the 
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Corvette HT-10 and the Ferrari F50 
Ine kudos system also retums but has 
now been overhauled to provide instant 
feedback to the player. Thrill as your vehicle 
takes to the air, moves onto two wheels o 
powerslides around one of the more violent 
corners of Shimbua or Pacific Heights. Kudos 
racks up on screen as these manoeuvres are 
performed (and are as quickly snatched away 
if contact with scenery is made) adding to the 
tension and providing vital information on the 
Dest techniques to employ for the given 
course. Enter tha main Kudos Chal lenge 
mode, and individual races must be won by 
collecting enough points to win a bronze, 
silver or gold medal. A collection of bronze 





All the usual splitscreen multiplayer modes are 
included (above), Expect night vision to be 
severely impaired if headlights pop-out (right) 
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medals are required to move on to the ኣው 
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[/ Jf. TURA ver d - a | sections to build up total Chapter kudos 

V በብዘ? "ew The most éxquisite aspect of Project 
| Gotham Racing, though, is the feel and 
feedback given from the different road 
surfaces. Bumps and undulations affect 
handling in the subtiest of ways, suspension 
rocks, tyres leave the road and momentary 
peice on two wheels cause the steering to 
twitch. It's a refined arcade sensation which 
never veers into cold and over-technical 
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dming. The Al, too, is excellent with rival 

racers makir nag untorced errors ana 

Vin gressively beating you Into corners should 
u choose the wrong breaking point. 

t may not have ines depth and 
customisation of Gran Turismo 3, but Bizarre 
Creations have delivered a more immediate 
and thrilling driving expenence for those who 
preter the sound of screeching tyres 


Damage limitation 


The prospect of damaging some of the 
most expensive cars in the world is a 
weicome addition to Project Gotham 
Racing. Headlights pop out, side panels 
dent and bumpers crumple. But apart from 
the occasional loss of headlight beams in 
night races, damage has little impact on 
the game experience other than replacing a 


polished exterior with a mangled texture. The visuals are stunning for a first generation racing game on a new console. Reflections play convincingly 一 一 一 一 
across windscreens and the replay mode captures every dramatic moment from street race encounters cage rating Eight out or ten 
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shuffle, Fuzion Frenzy should be packed will 
excitement, competitiveness, and bnef peaks 
of smug self-exaltation. So why Is it that the 
only thing you remember anter playing It is 
what it doesn't have? 

No imagination: There's a vibrancy 
traditional to the genre, and, for a game 
developed with over-the-top intentions In 
mind, Fuzion Frenzy draws from a cunously 
subdued palette. It's exuberance on 
Mogadon, painted with dark primary colours 
and tongue-in-cheek realism; tone and 
shadow carbon-clonec from a genenc first- 
person shooter. It's an English devco npr IX 
off a Japanese concept and painting (t with 


mitation Amencana. It tees strained 


Dft-visited categories. Four near-identica 
nnmutmve በዝሇዝዝ act Mos, ፣ 11812. 
anations of Snake, a nie of barel 
playable racing games and a dozen appallir 
riasn-and-colect rounds all make a 
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nothing to surprise here, and there isn't a 
single game that couldnt have been done 
just as effectively with sprite-based graphics 
on a system two generations oder 

No impact: The graphical thrills may add 
nothing to the game, but the slowdown 
imposed by them certainly detracts. More 
than that, the interaction between the player 
characters, particularly on levels that see the 
wiry figures scuttling around without vehicles, 
is inefectively executed and mostly 
redundant. Much of the time It feels like 
you re running around doing your own thing, 
and that's usually the best strategy. And, at 
the end of each round, when the winners 


proud announced, the result feels random 
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next generation power can blend effectively 
with mulbiplayer simplicity. That's the thing, 
you see: the success of the genre on other 
tormats shows there's Clearly a market for E 
good party game on the XBox. But 

Fuzion Frenzy isn't it 


Edge rating: Three out of ten 
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The propeller-based game above, where you , | ተ (ዘዘ 
must collect tokens while jumping and ducking all ሀ በኬ M 
the blades, is flawed. The best strategy is just NITE TUI L5 ETE 
to run with the direction of the blades WII uM - 
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CPU 
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Battling bots 


Furion Frenzy requires four players for 
every game, so empty spaces must De 
fillad with bots. Al can be set on three 
different levels, though playing with even 
just one of them lessens the game's 
meagre charms significantly. Perhaps it's 
important to state that, while the game is 
almost pointless when computer 
opponents are involved, there's some fun tà 
be had here If you're playing with three 
other players. But that's true of most things, 
and it's difficuit to believe that, given the 
choice between a 30-round Snake 
challange or a quick five-minute splitscreen 





deathmatch on Halo, anyone would take This game sees the players throwing fused sticks of dynamite at each other, as their platforms scream 
Fuzion Frenzy's reductive path. down a vertical shaft. The dramatics add nothing to the game, even failing to distract from the tedium 
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Formal; Dreamcast Publisher Sega Developer Sega-AM2 Price; £30 Hassie: Out now Previously in E102 
ne wad of cash is handed over to the 

Japanese bookie and the dice afe deait 
t. This is a aame of Chow nora thai 
ten with three dice (Big) or te ess (Sma 


JA" TE ] 


— , y, and you can double your money. The small 


— 2 


ross the table... A surge of adrenaline 
courses througn your veins. ፲ ፳ a videogame 
but brilliantly, quite brilliantly, emotions are 
being toyed with. This is digital money with 
no influence outside the pixellated arena but 


that doesn't matter. You've just won $500 


The euphoria is tangible. The plot moves on. 
This 5 the beauty of እካፍበበዢጸ 

Follew ዝ3 (ዝገ from Hy Mazin S MSi 
adventure, which saw his father ! lered at 
the hands of Lan Di, Shanmue |! places yo 
ጋበ the wharf in Hong Kong ready to tackie 
chapters 2-5 of this epic tale. Ryo has little to 


help num on his quest a notabook, the 


mysterious Phoenix Mirror, a Tew plastic toys 


(vou can transfer those collected in the first 





- adventure over to the second) and ፤ 
The streets of Hong Kong are impressive, with a adventure over to the second) and a 


large community of people and shops. Maps 
help exploration but come at a cost of $5 each 


penchant for asking questions of every 


passer-by. Although early exploration of the 
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here are ng major changes to the formula 


which underpinned the excellent first game 
Hyo must still find his way through the 
adventure by collecting guidance fram the 


ocal community, with the odd Quick Time 





Action event, hahting sequence or mini-game 
Dreaming up tne intmque of day-to-day 
[ heat ons Tha aam isn ዞ is it ፣ ita 
Playing hooky flaws, though. The control mechanism is just 
. = = aon የጌም” he | sac Parir ur i lh if r alata 
1 Tir imn pur 4 rp ፲ጊ P 一 [x] m t ' 2 
The WU CH ITUT ica 6S WI SNL N r^ asl rwr et a eee) WT) e ee wel 
has been vastly expanded upon from the — Mm TUTUP TN 
L & jocalions, is capable je wr err ca 
first title. Arm-wrestling. leaf-catching 
Jg slowdown and pop-up. 


soct-cleaning. book-carrying, darts — even 


However, the sheer scope and beauty of 


3i nassabla version of " ከ የሁክ ያገ Brine uml 
dà passani Version OF Guthun = seri pusiy 
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threaten to sidetrack Ryo from his mission ሀ Suzuki's sequel is at times breathtaking. 


Sega estimates that the sequel should take While the cut-scenes in Shenmue I! are as 


20 hours to complete. Edge spent rather elegant as those of its predecessor, the 


longer. The opportunity to operate a narrative is more enthralling and surprising 


pachinko stall proved just too alluring... Friendships are won and enemies defeatet 
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Visiting temples and discussing the finer points of martial arts provides just one of the plot's threads in z ከው 
Shenmue Il, As in tha first game, new manoeuvres can be mastered to help Ryo defeat unpleasant thugs cage ratincg Bight tO ten 


Virtua Tennis 2 


Fornat: Dreamcast — Punisher: Sega/BigBen — Deveiopar: Hitmaker Price £30 Haleasc: November 23 Previously in E103 
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tua Tennis was undeniably a sports 

benchmark, Gelivenng great animation, 
beautiful controls and a fine fourplayer mode. 
If only Sega had released the Dreamcast 
version before - rather than a month after — 
Wimbledon, the machine might ve lasted a 
little longer. But then that's Sega all over. 

Too late now to do any more than soothe 
Dreamcast's looming demise, Virtua Tennis 2 
doesn't mess too much with the basic setup. 
Player animation has been enhanced, and 
the modified two-button control system (A 
and B add top or back spin; pressing both 
together lobs) provides even greater control 
over the ball. Now no other tennis sim gets 
coser to repicating the intncacies or he 
Sport, the myriad of optons behind every lob 
and finely-tuned volley, than Virtua Tennis 2. 

While the World Circuit mode retains its —ÓÀ - zag Ei 
globe theme, the game mechanics have also ^ ! rj 
been redesigned. The object now is to build a ጋ ያ ዳክ -— 一 RISE pal ne 
player from scratch before launching into the | RR HT መዬ 
various tournaments and skill tests. To add 
some realism, the competitive matches are 
placed on a calendar, and players must build 
their skills and wait for the right competitions 
to come along before signing up. This shift 
bnngs vital structure to a once random 
experience and provides solo players 
with a much clearer challenge. The game's 
undergone a lush visual overhaul, too — tne 
sports TV presentation Is spot-on and the 
courts look magnificent. 





Not so revolutionary... 

Owners of the original release who bought 
VT simply for casual multiplayer action, 
however, will find little to justity forang out for 
the sequel. The gameplay tweaks are just 
tnat — innovative Tweaks which ennance 
rather than revolutionise. Even the addition of 





Although more an aesthetic consideration than a noble 
concession to sexual equality, the addition of professional 
female players is a step forward for Sega's classic tennis sim 


pro-level female players is more an aesthetic 
fiourish: the male game has been stowed 
down so much from its aggressive reality, the 
two sexes pretty much meet in the middle, The enhanced two-button control system, which enables you ta add top or backspin, or lob 
the ball, is just one technical tweak which ensures Virtua Tennis will live on for some time 





For newcomers, though, Virtua Tennis 2 
is an essential Dreamcast purchase. If the 
machine is to die, at least it's going with 
some dignity. Shenmue 2, Rez and Virtua 
Tennis 2 are far above the usual dross 
evacuated onto the shelves when a machine 
goes down. And until Hitmaker's senes 


y ጫ - m, በሜ ms ሔ d vm. m Lc | M * i gm. | |. | 
migrate to other pratlorms, the DX; remains i ከ ጠመ ር. | 


Alternative tennis... 





Veterans of Virtua Tennis will be pleased to note that the new 
skill tests in Virtua Tennis 2 are as challenging and addictive as 
ever, Alien Force is Space Invaders, but with serve machines 
replacing the twitchy aliens, while Tank Attack has the player 








"ETT ፳፡፡. » 8 ።25፡፡:58:1 
lr ient መበ Hinr 


[St E 


: 1 1 
ከ a aee ይ. ሻም” ale xe. M, 0m / | contending with two — yes, two - tanks with baseline strokes 
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conveyor belt bit at the end of ‘The Generation Game’, except 
you knock the prizes off rather than trying to remember them 

The range af tests is wider this tima, too, with a couple aimed 
just at your running and court coverage skills, A good idea 


fate might've been so very different. 


Edge rating: Bight out of ten 
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Format as Publehe: SCEE — Developer. Evolution Studios Pree £40 — Halease- Qut now 


onv 5 latest PS2 road racer 559 5 
comparison with Codemasters award- 


Winning Colin McRae Rally 2.0, released over 
a year ago. Tums out there's littie to separate 
the two... While World Rally Championship is 
visually superior in all departments and offers 
wonderful views — complete with vertiginous 
drops from steep mountain climbs - the 
nuance af handling and implementation of 
damage haven't been effected quite so well. 
Indeed, initial races through the early 
rallies, including the cliffs of Monaco and 
Sweden's icy roads, provide diverting | 
slightly bland entertainment. Events never 
realy become tense enough to either set tha 
pulse racing or strain tha sinews. The Dua 


Shock rumbie facility isn't exploited nearh 
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wheel transformation 
But the game transforms once you select the 
Professional mode and hook up the Official 
Logitec GT Force Steering Wheel. Opt for the 
cockpit view and the experience occasionally 
borders on the sublime. With the tremendous 
feedback delivered through the device and 
the level of competition Increased, every 
corner Dacomes a real challenga. Cl nagng to 
the undulating roads of Finland or steering 
close to the cliff edges in Argentina delivers 

outstanding thrills, while negotiating the 14 

rallies which make up the championship 
season becomes a tense battle to shave 
seconds off times at every stage 

To complement the full Championship 
mode, Time Trail, Single Rally, WAC 


nallenge and a two-player opt 


om m c 


provided. While Time Trial and Single Ral 
ane seit-exp anginu ha ነሣ | Tree fare 
early adopters of the game the chance t 
anter their section times into a special on, 
organised competition. Unfortunately, the 
two-player moda is abysmal, with trames 


rates dropping to laughable levels 
WAC is a great first attempt to bring 


4 


the official ral'y experience to the PS But 
glitches — painfully long loading times and 


a dismal two-player mode 一 prevent a 
distinguished game from being 


elevated to an exceptional one. 


Edge rating: Seven out of ten 
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Sunlight glinting over the horizon and 
threatening to seriously impair your view of 
the road ahead is just one of the graphical 
flourishes which make WAC a joy to play. 
The handling is a touch ‘loose’, however 





Name that tune 


Although there are options for tweaking 
vehicle set-ups. they aren t particularty 
comprehensiye You can adjust the tyre 
type, steering sensitivity, suspension and 
gear ratios to a minimal degree, but usually 
the default settings aren't worth changing 
While the emphasis is on accessibility, the 
lack of options compared to Colin McHae 


Rally 2.0 or Gran Turismo 3 are telling 
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ልዘ tha WRC manufacturers are included, adding to the general feeling of authenticity. Dials and handling 
characteristics change accordingly, although you won't necessarily notice GT3-quality nuances 
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Baldur's Gate: Dark Alliance 


Format! PlayStation2 Publisher: Interplay — Developer Black Isle Studios Price: £40 Release: Out now 








Creature discomforts 


Quite apart from constituting some of the 


game's more memorable set pieces, Dark 
Alliance's basses and mini-basses provide 
an injection of arcade pacing. In particular 
the early appearance of a many-tentacled 
behemoth behaves in a manner more akin 
to a 2D shoot 'em up boss, spewing forth a 
barrage of projectiles, but later 
appearances of creatures ranging from 
dragons to an especially hard Lizardman 
also conform to the rule. The only 
drawback is that some bosses really do 
require too much old-school repeated 
exploitation of a single weakness. Which is 
in fact one of the game's few drawbacks 


088 





During certain moments, Dark Alliance may seem to bear an uncanny similarity to the mouse-click combat 
dynamic of Diablo, or the ravenous hordes of Gauntlet. Any such comparison proves slightly inadequate 
though, in the light of the highly accessible yet gratifyingly sophisticated level of depth the game achieves 


Previously in EGG/E104 


nybody expecting the sort of expansive 
A experience that has characterise! the 
Baigurs Gate seres so far might be 
surprised by the first PlayStation2 outing for 
the franchise. From start to finish players are 
funnalled through a series of dungeons, 
populated with a varied bestiary, and 
ounctuated by safe areas, in a manner that 
contrasts with the freeform navigation of the 
PC titles. But while the simplicity of Dark 
Alliance may prompt cornparisons with titles 
such as Diablo, Black Isle Studios has 
maintained intact the features that really 
characterise the first two chapters of Baldur's 
Gate - namely epiphany-inducing 
wanderings and engrossing combat. 

In streamlining the environments, to 8 
sequence of sprawling, multi-layered 
dungeons, linking passages, and safe areas, 
the developer has distilled the essence of its 
PC precursors while increasing the pace. 
Thanks to handy recall potions that return 
characters to the nearest safe area there Is 
little fruitless wandenng, and given tne 
inclusion of a broad geographical sweep of 
the now familiar Sword Coast, there's 
incentive to progress despite the essential 
linearity. The unfolding of new environments 
and the consequent exposure of new 
adversaries and puzzles, prove essential in 
preserving the compulsive exploration of 
previous chapters. 

Exploration isn't the only facet that nas 
been streamlined to appeal to console 
gamers; combat is equally hypnotic. Though 
not as intricate as the party-based realtime 
strategy with which Baldur's Gate devotees 
are familiar, tactics are still varied, owing 
largely to the continued character 
customisation over the course of the game. 
By acquiring magic items, increasing in level, 
and tailoring attributes, feats and spells, it's 
possible to further refine the distinct strengths 
of one of three characters. And with each 
enemy possessing unique weaknesses, Its 
also necessary to vary your approach 

Throw ዘገ some scintillating water and 
neat haze effects, the canny positioning at 
lectern-like save points, and a twoplayer 
cooperative mode, and IES-ciear that a 
painstaking amount of attention has been 
paid to transforming a resolutely intricate PC 
titie into a highly polished console experience. 
It's this approach that has produced such an 
enjoyable game, making comparisons 
to the likes of Diablo redundant. 


Fight out of ten 
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Bravo 


Format PlayStation? Pubisner: SCE) Developer In-house Proce V4,B00 (E27) Hesesse: Out now (Japan) TBA (UK) Previously in E10 


ገ 


rue story, Guy walks into a shop in 

Japan, finds the shelf with GT3 and 
Everybody's Goff, He traces his hand across 
them, looking for something. He can't find it 


ሥጮጫ 
Confused, he wanders over to the counter, 


4 


የቹ መ ፈድል) "ure ntc "wm 
and asxs where the Sony in-house games 


are. The shopkeeper shakes his head and 
directs him back to the shelf, He points at Ka 
He points at Ape Escape 2001. He points at 
Bravo Music. "Kutaragi... he's gone crazy 
The shopkeeper walks back to the counter. 
The guy shrugs and walks out 

Watch Sony throw its in-house weight 
behind rythm action at a star 
genre's popularity appears to be waning 
and you'd be forgiven for agreeing. This is 
the first Bravo Music game, and the second, t 
a Christmas-themed edition, ought to have : ዘዘዘዘዘዘ 
hit Akihabara by the time you read this. More | 
are planned, and the game's simplicity might 


ncial investment, but it 





does show a remar«apbie Tarm ዘገ the concept. 


a classical music conducting game. 
Getting 'Cool' means the bar will only increase a 
small amount. The real key to success is hitting 
all four beats spot on, with exactly the right 
amount of pressure, and managing a ‘Bravo’ 


Taking the pressure 
An evenly spaced group of circles = three, 
four or five, depending on the time signature 
of the piece being played — sit in the centre of 
the screen, and a dot shifts between them 
Ahen the dot's inside the circle, the player 
ust press a button. The colour of the circle 
indicates at which of three volumes the music 


must be played, and, correspondingly, how 





hard you must press tne button. Since the 
player is marking the rhythm of the music, ra sth TT ES 

i 9 y | li! NW 
rather than playing the staccato sounds of 人 有 INN, 
pecific instruments, the beat is unforgivingly Me l ዘ፥ 
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constant, 11:25 Me amour o pressure 17153፤ 
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janes. And sometimes that can be paintul 





because the pieces are two or three times 
as long as what Bernani fans will De used to, 
and RSI seems a movement away 


Top performance 








But the results are glorious and m ' መ — gem "m "le. Aa R 
የ8 ለ f | Fe acii e Ww | Success in Brava Music is gauged by the 
well worth fighting thumb fatigue tor, the "mm yere, : ire 


meter on the left of the screen. Get every 
ሸለለ... ጨጠይልል - 


a | - ' ; | ‘te beat in a bar spot-on and you re awarded 
， | with a Bravo’. which boosts the success 


rchestra swelling and dying away with each 


Desacatery wesignted Siroxe or mne baton 


The interaction the player has with the meter. When the success meter is full, it 
— incen መ el et tel ጨብ Med Ae. ልሆነ = three fai sin arow for itto 
music alw avs feels abeo ute, and | at 5 what requires three failures im a rw tor iE To 


start to drop, but when it starts falling it 
won't stop until you ve conducted a Dar 
af music pertectly. if the bar is full at a 


makes the game. It's a clever use of the 
under-explorted pressure sensitivity of the ' | 
zi e x “የ” eris dud TENENTE TE | ; E freer " 1 a! 4 j 195988) . |. - ji i ፡ ፤ 
DualShock 2, and another advance within ili " | UU nn. " ስከ እ P ip m certain point in each piece, you get the 
the confines of the genre. And, at this stage, | f : " Or መም wal Ul ዘ chance to make the music segue into 


t doesn t really matter በ the storys true, ori a different piece entirely, Complete that 


" rri 4 ሸ፣ hg 4 i " ዘ s .- 
Kutaragi-san's crazy or not. Faith in diversity P im, ^ din | m m hw and bonus games are uniocked 
d azy Or nox. Fe | | a^ "n "y ' muse 


is a noble ideal, and Bravo Music የክክ" 
e 


Deserves to see that faith repaid i . -- 


TIT 





DpD——OM— This level sees one of your band trying to woo a cellist. Conduct particularly badly, as shown in the shot 
cage rang Seven out of ten above, and she'll get angry. Her mood isn't helped by the appearance of an irate love-struck schoolgirl 





Format: PlayStation? Publisher: Take 2 — Developer Rockstar/DMA — Frice: £40 Helaase: Qut now 
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Fans of the original who can't get used to GTA's 
new 3D stylings will be pleased to note that a 
top-down perspective is available. Driving's 
much easier in the behind-wheel view, though 


A zoom with a view 


Although an obligatory feature of any 
first/third person arsenal, the sniper 

rifle initially seams at odds with the 
textbook በገ6/56 weaponry available in 
GTA3. Surprisingly, it soon becomes 

one of the most gleefully mischievous 
offensives available (even more so than 
the riotous cars-for-kindling flamethrower}, 
enabling a neat and remote approach to 
certain tasks. One memorable mission 
involves providing cover fire from the 
distance of a nearby rooftop, as a Mafioso 
explosions expert skulks his way across 
the deck of a well-patrolled rival ship. 
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The car damage is visually satisfying, although all it does is slow your car down. Smoke indicates the level 
of destruction, but it's best to bail before it gets too thick. Thankfully, replacements are easily available 
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Previousty in E102 


N othing burns as pleasingly as ihe hoi 
pallai of a city and so, with no review 
code forthcoming, it's with both regret and 
anticipation that Edge is forced to purloin a 
copy of GTA3 from the shelves of its local 
gaming emporium. The air of studied 
gangster cool that surrounds Take 2's latest 
- caricatures more than characters; theatrics 
mora than cinematics — is almost as clichéd 
as the flea-bitten leather jacket sported by 
the game's moody, tacitum lead. Howewver, 
early play quickly dispels such concerns — 
the shift to 3D is a shrewd and rewarding 
step for the GTA universe 

For those unaware of GTA's criminal 
record, both previous titles saw the player 
take the role of a wannabe crook, rapidly 
rising in vilainous stature by completing 
short ‘get A, destroy B, kill C^ missions for 
cartoon bosses. GTA 3 is equally amoral, 
and essentially a 3D facsimile, although 
the extra dimension creates more than a 
corresponding increase in flair, scale and 
aesthetic. Most heists rely on the holy trinity 
of planning, execution and a little bit of luck, 
but executing a tricky gangland hit through 
an adroit scheme of your own provides Its 
own definitively visceral satisfaction. 

The considered and burgeoning 
topography of Liberty City feels both 
intricate and robust. It’s a place that 
sprawis but doesn't bustie, and the sparse 
ambient effects which accompany your 
on-foot travails are testament to this, In- 
vehicle, however, it's a different story. In 
true GTA fashion, there's an entire spectrum 
of radio stations to flick through, veering trom 
the sardonic to the satirical, 

The one jarring flaw |5 the spurious 
nature of up-close combat — It's an awkward 
system that stymies play during hectic hails 
of gangland warfare, and is doubly infuriating 
at the end of a protracted campaign. It feels 
even more untair when juxtaposed with 
the wonderfully laissez-faire attitude of the 
cruising patrol cars. There's a lamentable 
lack of freedom for your own criminal genius, 
too. You're still boxed in by the whims of your 
current overlords — any schemes of your 
own ruthless devising are restricted to trivial 
pursuits for petty cash. 

While the coherant and emergent 
behaviour of the city is limited to a local 
scale, GTAS definitely gets one crucial thing 
night: it's all about owning the streets, 
strutting your territory and walking tall. 


Edge rating: Six out of ten 


Minna De Puyo Puyo 


Format: Game Boy Advance Publisher: Sega Developer Sonic Team/Caret House Price: Y4,800 (E27) Raiesse: Out now (Japan) TBC (UK) 


cessibility alone determines whether a puzzie 
እ. game lives or dies... Tetris, for example, hits 
the spot by throwing in a mere handful of elements 
[six types of falling block, an objective which amounts 
to simply filling in the gaps), while the more recent 
Ho! Potato stumbles because it mucddies the purzie 
ethic by presenting six individual components for 
simultaneous juggling. 

The Puyo Puyo series has always delicately — and 
Ssuccesstully — walked the fine line between complexity 
and manageability: using groups of two, you seek to 
match four like-coloured blobs in order to remove them 
thereby sending rogue blobs over to your opponent s 
play area. Ustensibly, that's it. But dig a little deeper 
and soon you'll be mastering the chain-reaction 
manoeuvres which lead to advanced Zen-like play. 

This magnificent GBA interpretation features clean 


presentalion, a dekciously quirky (albeit superfiuous) 
SiDnysnee and vanous NDES o! Doos unseen nm iae 
onginal game. An absorbing Challenge mode and 
fourplayer support with one cart are also available 

Na, 15 not Tetrs - what is? — but its 
Quite possibly the next best thing 


Edae rating 


Doom 


Format: Game Boy Advance Pubéshe Activision 
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Line “em up and watch them pop over to your opponent's field of play. For the GBA version, the 
developers have cunningly introduced a little more complexity to the colour-stacking dynamic 


Devesoper id Software/David ል. Palmer Productions Pies £35 Release: Out now 





Both a gamma setting and the option to 
turn the dynamic lighting off allow users 
to sat their own brightness level. But 


LL 
ng 
m, 
88 
= 
s$ 
D some areas can still appear gloomy 


Imps and Cacodemons, shotguns and BFGs - this is the Doom we know and love. It's tried-and-tested 
gameplay but without a few extra levels, weapons or new secrets there is little to get too excited about 








The ability to enjoy a fourplayer mode 
(top) via the single cart will impress the 
financially disadvantaged, while à 
Challenge mode and spurious [yet 
entertaining) storyline adds a certain 
frisson to the puzzling action 


Previcusly n E102 





Ovelty items are usually found in Lucky Bags: 

N giess poodies, spider-nngs, cigarettes made out 
candy. Not really very lucky when you come to think of 
t. But if you plucked this excellent version of Doom 
from a bag full of other Game Boy Advance titles you 
wouldn't feel too hard done by. All 24 levels of the 
original game are here, complete with a multiplayer 
deathmatch mode (for those wealthy enough to have a 
Cartridge each). Frame rates are smooth, lighting is well 
engineered and the action is just as immediate as the 
1993 original 

But there the praise must stop because for all 
Doom's cute portability and nostalgia-inducing sighs it 
is nothing more than a mere novelty, Once a few of the 
oh-so-familiar levels have been plumbed for ther 
secrets and items, the familiarity soon begins to breed 
contempt. Sure, there may be a few gamers who 
missed out on the original - and Doom delivers many 
hours of time-Kkilling moments perfect for bus rides and 
waiting rooms — but for most of us, this is simply tired 
gaming from another era. The multiplayer aspects acd 
to a tight and fun package but at C35 it is still a 
Very expensive innert =፦ 


Edge rating: 


Soul Reaver 2 


Format PlayStation2 Publisher Eidos — Developer: Crystal Dynamics Prce: £45 — Release: Out now 





Whether swimming underwater or tackling 
a cadre of wraith-like adversaries, Raziel 
must keep a watchful eye on his health 
coil. It has to be full for him to transform 
between his material and spectral states 


Raziel's enemies in Soul Reaver 2 now boast enhanced Al, designed to enable them ta operate in 
groups and, occasionally, pursue your vamp beyond their immediate patrol areas. 


Half-Life 





Format: PlayStation2. Publisher: Vivendi Universal Developer: Gearbox Free £40 — Baslease- Out now 


he good news is that the first console version of 
ፐ -Lfe to emerge from development hall isn't 
the grotesque hybrid many expected. It's more a 
ር 


lone of the 1 98 PG version. ል tew extra 


are a litte more detaited, but otherwise its business as 
usual down at the Black Mesa Research Facility, 

All the elements which made Half-Life so well 
regarded among the PC fraternity are included [here's 
the long-winded introduction of Gordon Freemen and 
15 pace in the Black Mesa pecking order. a stubborn 
nsistence on quick saves (bringing with them the 
occasional instant death situation) and aliens straight 
out of cheap '50s monster flicks. 

But it was always the plot which captivated 
audiences, and here — when compared to other PS2 
FPS titles — Half-Life still delivers. Good level design and 
recoanisably different environments, punctuated by 
moments of frenzied action, ensure your interest 
throughout; the moments involving attacks from 
military troops are particularly tense. Sure, it feels 
slightly dated, but Half-Life still provides an 


excellent action adventure for PS2 owners 


=doe rating: Seven out of ten 








The creature in the Blast Pit provides one 
of the most memorable moments in Half- 
Life. Some investigation will eventually 
uncover the means to destroy it... 


Previously in E93 


oul Reaver 2's story begins just where its PSone 
S predecessor abruptly concluded, with vato Raziel 
pursumg nemesis Kain across Time, But once you exit 
the portal, endure an inexcusably verbose cut-scene 
and pick up the controller — it sadly appears that, 
despite a platform leap, the gameplay remains pretty 
much the same. ‘Your exploration of host world 
Nosgoth is as lonely as ever, with only underanimated 
foes keeping you company for much of the journey. 

Regardless of tweaks to the system and a bloody 
Mortal Kombat makeover for Raziel's move list, no 
number of options for moctying the titular sword can 


disguise the fact that, fundamentally, Sou! Reaver 2 
combat is dull. Run from the fights and nit the road, 
though, and the terrain soon evolves from Soul 
Heaver's overused gloomy interiors. The puzzles. too, 
are More varied — and eleganily executed. 

It's only because spookbusting has become such 
a crowded genre of late that the game's achievements 
are superseded by its last-gen limitations. Luigis 
Mansion and Devil May Cry have raised the bar for 


2 talis short of their slick, hyperactive Standards, 


Edge rating: Six out of ter 


Previously In EBG/EBG 





The damage animations and weapon recoil affects make the combat suitably ‘meaty’. Although it's not as 
easy to play without a keyboard and mouse, the implementation of the dual analogue controls, enhanced 
by a handy lock-on function, ensures that console gamers will quickly come to terms with the controls 
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The making of... 


How did a technically flaccid first-person shoot 'em up, peopled by 

dumb monsters and not much else, evolve into an industry-shattering 

FPS adventure that continues to garner top awards across the globe? vi 
relives the genesis of Valve Software's epoch-making adventure to find out.. 





E ubi shor, Sierra 

Developer Vake Software 

Orig ji TUS. 
Or gin ዘ! releas 5 dann " November 18998 








EDGE #105 





ሀሠሠዘዘ፤ |! 


ef fih fi) Nn | 


MXN 






po 


17፡41 


88 


MN 
, 
Lt 


e AM " i 


T: 


[1111 


||] 


mm eitis: un 


中 
111111 
፪፪ 


TI T HIT 
| | 







MM 


፲ MARET 


| MIA 





EDGE #105 


eptember 1847... Vvith their 
open-plan offices in Kirkland, 
Washington, stil being assembled 
around them, the 20 or 5፡) people who 
made up Valve Software were just over a 
month away from the deadkna for shipping 
their first game - the now-egendary Hat- 
= Gabe Newell and Mark Harrington, 
Valve's founding directors, had rented the 
Moes a year before, n a strip-mal 
hallway Detween ther respective nomes 
"It had a 24-hour grocery store, a movie 
theatre and a Japanese restaurant = 
jewel remembers. "Heaven." They nad 
751 one problem: ther game was no fun 


Back to basics 

The monsters looked amazing, but 

acted stupid, There was some great new 
technology, too, but it only showed up ሆነ 
one or two places. The game just wasn't 
working. For most software companies at 
the beck and call of their publishers, the 
answer would have been simple: paper 
over (he problems and push the game out 
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A combination of factors helped prope! Half-Life into videogame history: 
a tightly integrated King-esque narrative, penned by Marc Laidlaw; 
breathtaking aesthetics, realised via a refined Quake-source 3D engine 
and Valve's proprietary animation techniques; plus adept use of 
atmospheric sonic and musical effects. The result? A videogame 
which set a new precedent for the immersive FPS experiance 


anyway. But for Harmngton and Newel 
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Valve set up à small leam. Senic 


Software Designer Kevin Birdwell m up 


silly end dod Mud Lai, 


remembers, "to take every 


dea. every cool trick, evenything 


rers [hal existed in amy kind 


of working state." and make one 


complete, the whole developmen team 
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he &Space-Biker ) eventually became the 
bespectacled scientist Gordon Freeman 
and the rast i gaming history, 


Vast structure 


Half-Life was immensae: over 30 hours 
of gameplay. with features never before 
lI ፪ zn EDE ሾ uoc ፡ i == 
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Soy lans and MOOSE cory qlee 
creatures onto your ams (0 use as 


weapons... But for tha first haif-hour 
there wasn't a gun in sight. Instead, the 
game began with the now famous tram 


25 openndg sequance, setting up the 








pilot, showcasing the games technology ፲ዮ 25 dialogue and storewriter Marc what aot us all interested in FPS games 


and giving you an idea of the vast scale Laidlaw concurs: "| will never forget the in the first place, and really lat the game 
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room to your post, colleagues rubbed ine army and the government 一 and elements from a stew of random cool dram or benind A crate, a grenade was 
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comments like "Most of the simulation "Tha Mist’ as a founding inspiration. ገ such a way that they supported each Monsters responded to different stimuli, 
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voted an ad-time favou 
gamers. "One of the most exciting areas 
glass surfaces, translucent water and ዘገ gaming these days 15 content created 


energy beams, forcefieids that faded in by the gaming public,” admits Harrington 






and out... Ken Birdwell's pioneering indeed, Valve has taken every step to 





skeletal animation system gave far more encourage this community, shipping an 


about the mast important aspect: the realiSsbec Movement man the Tamilar advanced level desianer. Wordcrait, with 
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ficbon halped structure the game in this Technically, Haif-Life's graphics were responsible for the music and sound And Half-Life is one of our 





something new, though: metallic and attects, wasnt averse to Strolling across furthest outposts so far... - 


= A pa. C 





EDGE #105 ጋፀ 


Examining gaming history from Edge's perspective, five years ago this month 


ር ማንው canned, ‘GamesMaster 


augdig down ta 1.9million, and 各， ying ifeless 


in ambivalent world, The end of 1996, and with TV 


videogame programmes dead In the water, it was time 


stmortem, "Computers were 


lor Edge to provide a po 

tainted with Mike Yarwood syndrome,” the magazine 
leclared, before explaining that "the mere mention of 

(hem created an atmosphere of resistance and doubt 


But the real focus of the issue was an in-depth analysis 
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Blast Corps, one of 
the first two games to use 
Nintendo's 'Jolting Pack’ 
Tony Crowther's Realms 
of the Haunting 3. The 
landscape 'J-Culture' page 
debuts, cleverly titlad 'Big In 


Japan’ 4. Toaplan shooter, 
Ultimate Tiger 5. Suikoden 
offers a compliment to 
Edge's Art Editor 6. Big Boy 
Barry and Gail Porter pause 
and consider the future of 
"The Interactive Game Show 


m yesteryear. This month, Emily New 


aw ‘Bits! remembers her first cluck. 





Hens' teeth! Emily Newton Dunn cut her milky molars on the BBC Micro's classic Chuckie Egg 
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ton Dunn, 


code listings in Edge.” Nintendo's 6400 ("i will be 
released in Japan in late 189/7] also received a cover 
mention, as the news section led with a report Trom 
the eighth annual Shoshinkal Exhibition, Prescreen 
Alphas made their debut with first shots of Zelda 64 
Story, while a reminder of more innocent 
Out There. “The star of Tomb Raider, 
Lara Craft, has become something of an icon in 


and Yoshi's 
times came ir 

recent months* ran Edge's sidestory. "There's even 
a deal in the offing to bring Lara to Saturday 


"IA jj መሚ " i Tv = i 
moming IV as a cartoon,” Vvel, megne that 


WA! 
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| was a boisterous ittie kid, always having to 
literally fight my older brother to have a go on his 
Spectrum, Computers weren't considered a girl thing 
back in the early "BOs and | was constantly being 
pushed towards Barbie and Sindy dolls, which | took 
great pleasure in decapitating. | wanted to play with 
the big boys and it wasn't until my brother's best 
friend bought a BBC that | got my chance to prove | 
was as good as the rest. 

God bless Chuckie Egg on the BBC! You 
simply had to direct the farmer to pick up the eggs 
scattered around the platforms, climbing up and 
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even keep an emulator of it on my PC. "use 





down ladders to get tham, while avoiding the ostrich 
like birds. A world of gaming cunning and deft digits 
opened up before me when | realised that | kicked 
ass on this title. Usually | was only allowed one go ሠ 
any game then told to get lost, but with Chuckie Egg 
| rocked right away and was allowed to carry on. 
We all marvelled at the later levels, too, when the 
ladders started moving - which demanded ever 
increasing skill. From that moment on, | was 
hooked. Inspired by the classic Donkey Kong, 
Chuckie Egg is still a great game today. | np 
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FAQ 


Philip Oliver 


itz Games is an independent games 
development company, employing over 
i 90 videogame professionals — and at 

present developing over 50 titles across nearly all 
platforms. Co-founders Philip and Andrew Oliver 
(aka ‘The Oliver Twins") began writing games on a 
ZXB1 back in 1981, and are jointly responsible for 
such retro hits as the Dizzy and Simulator series, 
as well as a rack of successful Codemasters 
titles... Here, MD Philip Oliver reflects on glories 
past, present and future. 


What was the first videogame you ever 
played and what did you think of it? 

It was during a Summer holiday in Torquay in 
about 1979... | was about 12 and Andrew and | 
were in an arcade looking in awe at Pac-Man. 
We always had a habit of watching but not 
playing, because these machines were so 
axpensive. But this one time a stranger gave us a 
pound to put into the machine... | can't 
remember how long it lasted, but we were so 
grateful. That's the first ‘arcade’ game we ever 
played, and after that we were hooked. 


What was the first computer/games machine 
you owned? What did you think of it? 

Back in 1981, | remember going with our older 
brother Martin to buy à second-hand computer: 
a Sinclair ZXB1 which had only 1K RAM. There 
was nothing wrong with it, but he still wanted a 
better one, and | remember wondering why. He 
explained that he wanted a computer with colour 
- specifically the Acorn Atom, which had just 
been released. Before I'd got home I'd already 
learned about 'upgrading'! Andrew and | weren't 
ones to go and spend lots of money on software, 
50 we got cracking, trying to make games of our 
own. The ZX81 had BASIC built in and some 
type-in programs such as Pong. Well, now there 
was no stopping us. We quickly modified and 
added to all the listings and discovered quickly 
that we needed more speed, memory and 
colour! So we took on a newspaper round to 
earn some cash — and bought a Dragon 32. 


| 


figure could take an hour for a single frame! The 
first ütle we had published appeared in January 
1984 in 'Computer & Video Games' as a type-in 
listing called Hoad Runner. It was designed to be 
neat and elegant - and short, because we knew 
that typing the listings in was never much fun, We 
were paid £50 for this and it went towards buying 
a BBC Model B. These were more popular, but 
ost importantly were designed to be easy to 
rogram — both in Basic and Assembler. 


What was your first job in the industry? 

The type-in game for 'C&VG' was our first job. 
Neither Andrew nor | have ever drawn a salary 
from anyone. We've always just written games for 
clients as ‘independent developers’. After C&VG, 
we wrote for Argos Press, Acornsoft, Interceptor, 
Players and then for Codemasters, where we had 
success with tha Simulator and Dizzy senes. 


What's your favourite game ever and why? 
I'd have to go back to the days when | had time 
| play games = at school in the early "BOs, We 
ከ played a lot of classic BBC titles, which 
were often copies of arcade games, things like 
Defender, Scramble, Pac-Man and Elite. 


What are your top movie and book of all time 
“Star Wars," obviously. Favourite book? ‘The 
Advanced BBC User Guide.’ 


What was the last game you played and 

hat did you think of it? 
It has to be Mario Kart on the GBA. But because 
of work and a young family, | don't get a chance 
to play much more than our own games. 


How many hours a week do you spend 
playing games? 
] try to get in at least half an hour a day. 


What's the first game you look for when 

you walk into an arcade? 

[The one with the biggest toy attached! Don't you 
just love those mini-cars, motorbikes and jetskis? 


“There are no ceilings, no restrictions - our only limits are our 
imaginations. Even the limits of technology are solved in time" 


What was the first thing you created on it? 
We wrote lots of games in BASIC, as well as à 
couple of tools to help us develop graphics. In 
those days there were no graphic utilities; if 
people wanted graphics, they drew mosaics on 
graph paper, converted these to numbers and 
bytes, and then typed them in as data 
commands. To draw an 8 x 8 pixel Pac-Man 


What game would you most liked to have 
worked on? 

1 like games that do something different and then 
become successful - like Glover, which we did a 
couple of years ago. I'd always want to be 
associated with games that are fun and sell 
loads. l'm not into epics like Final Fantasy, and | 
don't want to encourage aggressive behaviour, 


EDGE 





because | believe we have a moral responsibility. | 
like any Miyamoto game, from his early creations 

like the original Donkey Kong and Mario, through 

to more recent games like Luigi's Mansion. 


Which Website do you visit most regularly, 
apart from your own company's? 

| wouldn't go anywhere without reterencing 
www.multimap.com first. 


Of all the games you've been involved with, 
which was your favourite and why? 

Well there's 8 little character called Dizzy, which 
appears to have lived In the hearts and minda of 
many people for many years. Amazing really, but 
it brings it home to you that when we create 
games we make a lot of impressions. 


What new developments in videogames 
would you most like to see? 

More fun! Too many people go for epic 
ichallenges. Let's try to make games more 
accessible and sociable. 


Whose work do you most admire? 

Ed Logg, the man behind Asteroids, Gauntlet 
and Xybots at Atari, created soma incredible 
and original games in the mid 805. 


What do you enjoy most about working 

in the industry? 

We're having fun and making fun. There are no 
ceilings - our only limits are our imaginations. 
Even tha limits of technology are solved in time. 
But where will it all go from here? It's incredible to 
think about - and to be on the leading edge, 
making it happen, is amazing. 


INDOXE 


I'm 34 years old and I've been playing 
videogames since the early days (Space Invaders, 
etc). Recently, however, I've started to get motion 
sickness when playing titles which feature polygons 
running at high speed, It started with Rogue 
Squadron on the N64, When I was playing, | started 
to get hot, and eventually dizzy and nauseous. | put 
this down Initially to the "fogging on the N64, 
because | wasn't experiencing the same problem on 
other games, But now I'm having trouble completing 
Tony Hawk's Pro Skater 2 on PSone - | can't 
because the later stages have to run at a higher 
speed and it makes me feel sick. 

This is becoming more of a problem, because 
work/life commitments mean | no longer have the 
time to play longwinded games such as Zelda, 
Resident Evil, etc. | have to grab half-an-hour here 
and there, and with the bigger, longer kind of games 
| end up forgetting the piot or not having enough 
time to run around looking for items. 

Here lies the dilemma: | only have time to play 
games that give that three-minute arcade buzz, 
which ultimately means that they have to run at high 
speeds. ልጦ | therefore only going to be able to play 
old parallax scrollers from now on’? Or is there an 
answer to the problem of motion sickness? 

David, via email 
What's wrong with old parallax scrollers? Or new 
ones = courtesy of the GBA — come to that? 


In E103 you said that you would've liked to 
"challenge [Phil Harrison's] assertion that 
videogames offer the best value entertainment 

per hour," This got me thinking. Exactly just how 
much ‘bang per buck do | personally get from 
even the best titles? | consider my knowledge of 
interactive entertainment to be like that of any other 


Communicate by post: 


Or email: 
edge@futurenet.co.uk 





Edge reader, and have played a wide variety of 
games over the years across many platforms. 

Bearing this in mind, there are only a handful of 
games where | can honestly say I've had my 
money's worth, Each one of these has something in 
common: a multiplayer dimension. Quake? online, 
Mario Kart, Street Fighter, ISS, Bomberman and the 
like have all delivered huge amounts of supremely 
enjoyable entertainment. 

Dare | say it, even a game such as Legend of 
Zelda: Ocarina of Time, wondertul though it is, has 
simply not provided value for money, especially 
when you're shelling out for import games, as I'm 
sure a large proportion of your readership do. For 
damage limitation, | spend a lot of time reading 
game reviews before parting with my hard-earned 
cash. It's my chosen hobby and | enjoy collecting 
knowledge on games aimost as much as | do 
playing the things 

Other people, such as the so called ‘casual 
gamer demographic, choose to spend more of their 
time on other social activities. They may only buy 
two or three games a year (how many people do 
you know whose games collection consists of FIEA 
98. Tomb Raider 2 and Final Fantasy 771). 

Perhaps that useful old adage “Once bitten, 
twice shy" is particularly apt here. To spend £45 on 
a new game, get it home and for it to be of average 
quality at best is going to put anyone off doing the 
same thing the following month, especially someone 
who can quite easily spend their money on 
other pursuits. 

The industry must find new ways of selling 
games. Doom seems so long ago now, with the 
introduction of a free trial version and an option to 
buy at the end of it. Of course, thanks in በዕ small 
part to this, nearly every new PC game now comes 
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as some form of demo or movie download pnor to 
release. Great if you're a PC fanatic, but what about 
the PlayStation generation 7 

Perhaps we're almost there with the introduction 
of broadband-enabled consoles. If they can offer a 
menu full of the latest demos for us to ‘try before we 
buy,’ then there'll be less chance of us getting our 
fingers burnt. Free demos, cheap purchase of 
episodic content, no risk. 

It could finally give below par publishers and 
development outfits a wel needed kick up the 
backside if they can no longer rely on uninformed 
and impressionable consumers. 

Jamie Cunningham, via email 

In Edge's opinion you're wrong about Ocanna 

of Time. But you're right to lament publishers 
short-termism. The current software pricing 
structure, combined with too many mediocre 
releases, is hardly going to tum a casual customer 
into a long-term one. 


| read with great interest your article on the 
eany days of the videogame magazine industry 
(E102). One aspect that really struck a chord was 
how uncompromising and honest many of these 
early titles were, particularly 'Zzap64! and ‘Amiga 
Power’. When these magazines recommended a 
game, the odds were heavily in the buyer's favour 
that it would be money well spent. They truly 
seemed to care about their readership - a far cry 
from many of today’s pitiful offerings. 

It's well recognized that part of the reason for the 
massive decline in the printed magazine market is 
that fewer people are prepared to pay good money 
for what is often little more than a glorified ‘flyer’. 
Perhaps those few Edge readers who still insist on 
bemoaning your stringent review policy should 


If, like David, you suffer from motion sickness 
when faced with next-generation poly counts, 
perhaps you should try the Game Boy Advance 








appreciate that your magazine stands as perhaps 
the last of its kind. 

| would also like to take this opportunity to tell 
you of a little project that some of your readers 
may be interested in. | am one of several people 
currently involved in the production of a new issue 
of 'Zzap64! This non-profit making project will be 
available for download from the Net in the New Year 
and is very much a labour of love. Several ex- 
"Zzap64A staff members are involved. Edited by 
none ather than Gordon Houghton, the magazine 
will include reviews for six ‘brand new" and 
previously unreviewed C64 games, as well as 
articies, features and the return of Lloyd Mangram. 
At the moment, it is intended as a one-off project, 
but should it prove popular enough, future issues 
could follow. Anyone wishing to learn more should 
visit the message board at www.zzap64.co.uk, 
Andy Haywood, York 


| noticed recently that many games 
such as Driver, Ace Combat 4, Soldier of Fortune 
and even Metal Gear Sold 2 have come under 
increasing scrutiny with regard to ther subject 
matter that may at times touch on the areas 

of terrorism, being nasty in any way, or any 
combination of the two in relation to the US. 

As technology advances it does, of course, 
facilitate the opportunity for extreme and suspect 
agendas to find their way into the medium of 
games, but this is nothing new and has been an 
issue in many different media, be it newspapers, TV, 
cinema or games. 

It's all a matter of context. It's time for the games 
industry to cease to pander to those in society 
whose social, political and religious views are on the 
fringes and who try to impose their own personal 


Jay Smith calls for resistance to censorship. 
But isn't developers' eagerness to embrace 
hackneyed depictions af violence getting stale? 


subjective opinions on the medium. Games are 
creative and imaginative entertainment, with the likes 
of Mario 64 being a work of art open to 
interpretation and wonder, and not a political 
statament on the subjugation of ethnic minorities in 
the plumbing trade. 

What I'm suggesting is that the industry should 
be lass concemed with self-regulation and 
censorship and more concemed with the attempts 
to impose censorship upon it from the politically 
motivated and highly influential minority interest 
groups outside of the industry. 

Of course, titles like Kingpin will always invite 
healthy criticism, but such tities do not turn 
individuals into gun-toting psychopaths, just as by 
playing the games backwards you do not discover a 
secret coded message from the devil. That said, 
someone will have, but they should take that issue 
up with a professionally trained counselor or 
psychiatrist — and not their local MP. 

Interpretation should be done by the player, not 
the agenda of the programmer or an outside political 
agency. | guess the likes of Molyneux have it sussed 
with Games like Black & White, where the player 
constructs their own moral framework in which 
to operate. That must really give the conservative 
press a headache. 

Jay Smith, via email 

While Edge sympathises with your libartarian 
stance, it can't help wondering i! too many 
developers are prepared to peddle the same sort 
of derivative, violent, morally reductive nonsense - 
justifying creative indolence with similar arguments 


The phenomenal sales of the PS2 have 
ensured that Sony will have a significant say in the 
development of the console industry. While there is 


much anticipation of broadband network gaming, | 
think there is much work to be done on the basics. 

For example, where is the 60Hz full-screen 
option on PAL titles? (How was Sega so successful 
in getting developers to implement this option? And 
why do we want anything more than 24/30 frames a 
second? If it's good enough for TV...) 

Where 55 the widescreen aspect ratio option? 
Surely these tweaks would give some highly visible 
added value to garners without adding significant 
development cost? 

Lee Wilson, via email 


| was in complete agreement with Steven 
Poole's article on Mass Appeal up until he said he 
would rather play FIFA instead of (SS. | understand 
his point about great script, but | think the actors, 
cinematography, direction, etc, are all good enough 
in /SS to keep me playing that title rather then FIFA 
any day of the year. I've personally converted all 
my PSone and PS2-owning buddies from FIFA to 
[SS disciples. 

Next stop, AV Out. l'm currently doing a CIM 
course in Marketing and I'm being taught that true 
Market Orientation is finding out the wants and 
needs of the customer and then making a product 
that matches those needs and wants. Mr Toshihiro 
Nagoshi says he refuses to believe Marketing comes 
before content. Where does Edge stand on this 
matter. Market Orientated or Product Orientated? 

Last but not least: the Videogame Diary. Matthew 
Gabriel mentions that it's interesting to note at 
gameshows the differance between the type of 
game a developer would want to play and the type 
of aame that actually sells. Hardcore market versus 
mass market. He thinks it is a good idea to tet the 
consumers visit gameshows so the developer can 


‘There are only a handful of games 
where | can say | ve had my money’s 
worth. Each one has something in 
common: a multiplayer dimension’ 
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get to meet the customer (and not just the retail 
buyer). | agree with him. At the end of the day, it's 
Joe Public tnat will be paying the hard-earned cash 
thal keeps us all in the industry, 

| think this is a great reason to open up ECTS to 
the consumers for a least a day. There are always 
gong to be games that creative and talented people 
will want to — and should — make. But in today's 
economic climate, these must also be backed up 
with games that will appeal and sell. 
Nana Penemo, via email 
It's all very well creating games that will appeal 
and sell, but one of the biggest problems with the 
videogame industry today is that it tries to do just 
that by slavishly imitating existing titles. Edge would 
like to see a tew more developers attempting to aive 
the public what it doesn't know it wants. 


| can't be a casual gamer, can I? | love playing 
on my Dreamcast — Get Bass, Samba De Amigo, 
House of the Dead 2, Virtua ON = mostly because 
they use their own litte device for playing with, 
which makes them much more of an arcade 
experience, while giving me 8 25-minute blast of 

But I've played Xenogears, Parasite Eve, Chrono 
Cross, and loved them all, right down to the last 
nigh-on-impossible final bosses. I'M eagerly awaiting 
Xenosaga and Harvest Moon: Save the Homelands 
on PS2, | can't wait to spend hours of my time 
playing a game that | doubt I'll play again after I've 
finished it. Classification: Serious Gamer 

Now if | were to disclose to you that, between 
console made, from Game Boy and Virtual Boy to 
PS2s (one American, one English, because who 
knows where European gamers will get left out 


Super Mario 64 -- an undisputed killer app in 
gaming terms. But did Nintendo set the bar 
106 high for other GameCube developers? 


again) and an Atari 2600. A veritable collection, with 
the finest (and most obscure) games on each 
platform. Classification: Game Freak 

But | don't spend every hour of every day playing 
games. | only really spend an hour or two in the 
evening shaking my maracas, getting the biggest 
bass or talking with my Seaman. 

| don't think people should be shunned for beng 
casual gamers or laughed at for being a FPS nerd. 
What's important is the fact that, like it or not, al 
gamers have one thing in common: playing the 
games. So why not enjoy it? 
Liz Korbey, via email 


After reading many issues of Edge, l'm in 
great confusion as to what platform to go for. | 
currently own a PS2 and I'm quite happy with its 
performance. However, after reading all the hype 
regarding the GameCube and the Xbox, | really 
don't know which one to buy next year. Should | opt 
for the absolute power of the Xbox? Or the ability to 
play great Nintendo games? 

All three machines have their strengths and 
properties [although given Nintendo's attitude 
towards the European launch, i. may well have 
taken itself out of the equation). Given the quality of 
the latest software releases - and the current price 
of the platform — it certainly looks like a PS2 is your 
best option. For a fulHowdown on all three systems. 
see the next issue of Edge, on sale December 29. 


Could Nintendo's decision to iaunch 
its new console without what might seem a killer 
app be a chosen strategy? Consider the launch of 


the N64... The consore appeared with Super 
Mario 64, arguably one of the finest videogames 
ever created. To a thirdparty publisher, that must 
be like a boxer knocking you out in the first round. 
By launching the GameCube with less than stellar 
firstparty software, Nintendo ensures that the 
spotlight is on the thirdparty producers. At least 
until garnes such as the new Mario are reieased. 
So how did the fact that the N64's best game 
was also its first affect sales? Mayba it set the bar 
too high for other producers to consider even trying. 
If you look at PSone, for example, its games have 
evolved over the years, keeping players and 
developers interested in what might be around the 
corner. in the N64's case, there were no corners. 
Mano 64 made it a very straight road. 
An interesting take on the situation. Would anyone 
eise like to comment? 


| was happily reading my way through E103 
when | stumbled across Oliver Tilley's email about 
turn-based battles. | just want to tell him that even 
though | love this type of battle, it's not the be-all- 
and-end-al of RPG battle systems. For starters, 
although it's much easier to grasp. it can get a 
little tedious; real-time battles. on the other hand, 
require reactions and skill. If all he looks for in an 
RPG or strategy game is turn-based battles, then 
he's truly missing on some fantastic adventures! 
Finally, everyone should stop fighting about which 
console is better... Surely they should be spending 
twats’? | own several consoles and | Iove them all 
equally. Why can't everyone just be grateful for the 
consoles and games they've got? ብ 
Sherona, Durham = 


‘Everyone should stop fighting about 

| which console is better... Surely they 
should be spending time enjoying their 
games, instead of being twats?’ 
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Choosing your ideal system involves i 
more than just selecting the machine 
with the supposedly 'better' 56965... 





From the forum 


A selection of choice cuts from Edge-Online's discussion outlet 


pic: Cognitive Friction want & wha dont, get bewidered and had to wait for a table to become free before we 
From: Furoshiki ervous as the queue of tutting commuters start our Mario Kart session. After a bie 
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‘This week, three of my friends 

and | are going to the pub to play 
| fourplayer Mario Kart. Post-pub 

gaming? Pah, that's so passe’ 


Issue 106 on sale December 29 


Next month 








Let battle commence. 
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